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to who knows where. Now you are suddenly awakened by the sharp pinch of a 

tiny crab. You instinctively grab it and fling it away. You find yourself soaking 
wet, on the edge of a sand covered beach. You examine yourself and find that you are 
no longer bound. You have nothing, but your wet tattered clothing. You look around 
and see no one. No one shouting orders. No one to answer to. You quickly realize that 
from this moment forward, you are in full control of your own life. You are now free. 


T he last thing you remember was being onboard a great ship, being transported 


YOU ARE UNCHAINED! 
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a hyperlink to the table of contents. This returns you to this page. 


ABLE OF CONTENTS 


UNCHAINED TTRPG BY R.A. RICE © 2023 


WHAT IS UNCHAINED? 


nlike many of the table top role 
| | playing games where you first create a 
character, then go on an adventure, 
Unchained takes the opposite approach. 


fe. \ iy / 
. —+W: pe, \ Z 
In Unchained you will instead, go on an / rN iy 
adventure to create your character. / ( | 
Vi 
Unchained is also a game of Survival. > | 
You will start with almost nothing, and find | ¥ aay \ | 
that there is no limit to what you may achieve ais Vay | 
wn a i 
as your adventure unfolds. \ 4 > 
\WE 3 


As you play, the decisions you make will 
define who your character will become. 


The choices will be all yours, so be sure to 
choose wisely. 


Unchained uses paper, pencil and a standard | 
set of polyhedral dice for its mechanics, but A) 
also relies on your own thoughts and Wi ; if 
imagination as well. 


Unchained was designed to be played as a | 
solo tabletop roleplaying game, however it \ 
could be used for group play as well. o> \ 


I would suggest you read thru and give it a 
Solo play before setting up any group play. 
"Remember, doing is better than viewing. 


All of the Rules and Mechanics are explained It’s much more fun to play than watch.” 
first and then you will be given the starting 


point of the adventure. ¢ Rite AKA RA Rice. 
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RULES & MAECHANICS 


polyhedral dice consisting of seven the d10s together. 


U nchained uses a standard set of If 2d10 is called for, you will roll both of 
dice. 


Actions in the game will rely on various 
One four, six, eight, twelve and twenty dice rolls. The dice used will be referred to 


sided die known as d4, d6, d8, d12 and in the following manner. 


d20. Roll 1d6 is the same as roll one six sided 


die. Roll 1d8 would be roll one eight sided 


Two ten sided dice, one numbered 1-0 and _ .. 
die, and so on. 


the other 10-00, known as d10s. 


One extra d6 of a different color is good to 


They will be read as one to ten and the lave meowell. 


other as 10 to 100. 


You may have a situation where you roll 


only 1d10, in which case you will use the . e| 
0-9 with the zero representing ten. 
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CHARACTER BUILDING 


he task of building your character may 
seem like a huge undertaking, but like ie 


the age old adage says 


“Rome wasnt built in a day." 


our character will be built little by 
little as your adventure unfolds. 


nchained is not a game to rush thru, 
but instead it's more of a creative 
process that moves at your own pace. 


You decide how slow or fast you will explore 
and progress. 


he game was designed for you start 
small with little to nothing and build 
your character by gaining knowledge 
and skills as you adventure. 


he adventure itself will create your me ee! Alig “Sh 

character by bringing new items and — 
experience to you as it all slowly 

unfolds during play. 


You will start filling in the Character Sheet on the next page, so be sure to use a 
pencil as this will change during your adventuring. 


——————————L—L—L——L— 
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your character sheet. Note: You may also want to print out an extra sheet or two 


S O now you will start the building process by adding the first bit of information to 


for use when an NPC joins the party. 


YOUR CHARACTERS “NAME.” 


You will find a printable character sheet on the next page. You may want to print it 
out now and add your Character’s Name to the Banner at the center top. 


WISDOM, WILL & AWARENESS 


The Wisdom, Will, and Awareness Stat boxes are located below the Character Name 
box, to the right side, just above the Inventory, Knowledge & Skills. 


ou will start out low on each of 
y these stats, but they will increase 
as you learn new skills and gain 
experience. Roll 1d4 for each of these 
and enter the numbers as rolled into the 


appropriate boxes. 


See the Wisdom, Will and Awareness 
section to learn how to increase these 
stats. 


Ss previously stated, the game was 
A designed that you will start with 

nothing in your inventory and 
only one known skill. You can Read. You 


will add skills, weapons, armor and other 
inventory as you play. 


WISDOM 


Wisdom is the level of knowledge that 
affects your Trade, Negotiation and Magic 


skills. 
WILL 


Will is the level of your Determination 
and skill of Intimidation and Resistance 
to it. 


AWAREN €5$ 


Awareness is the level that you Detect an 
opponents movement. 


The right hand side long column box is where you will write in any inventory, skill or 
knowledge you obtain during your adventure. You may run out of room as you gather 
more skills, knowledge and items. If so you may flip over the sheet and use the back. 
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BODY POINTS ARMOR TYPE = POINTS WISDOM WILL AWARENESS 


ay Oe [UY] INVENTORY- KNOWLEDGE & SKILLS 
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SHIELD STATUS 


a 


DIE USED MAELE WEAPON 


ee 


HAND WEAPON 


[ JT 


RANGE WEAPON 


ee 


HEALTH STATUS GOLD SILVER COPPER 


TE TTI 


FOOD WATER 


ae ieee 
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BODY POINTS 


BODY POINT ROLLS 


our total Body Points are divided into 
Six slots on your character sheet. The 


Head, Torso, Arms, Hands, Legs, Feet. 


The six main Body Slots are on the Left hand 
side of the Character sheet. These slots are for 
the Current Values of each. 


Note the original rolled number below each 
Body Part Title for reference. 


The Arms, Legs, Feet and Hands are divided 
into Two slots for Left and Right. 


You will Roll 1d20 and 1d12 together for each 
BodyPart, starting with the Head, followed by 
the Torso, then the Arms and Hands. And 
finally the Legs and Feet. 


If you roll two double digit numbers. Then you 
take the Higher of the two. 


If you roll two single digit numbers. Then you 
will take the Sum of the two. 


Example: You roll a 19 and a 11. So you would 
take the 19 and enter that into the Head slot. 


Or perhaps you roll an 8 and a 9. So you would 
add the 8 and 9 together for a total of 17 and 
enter that into the Head slot. 


You repeat these rolls for each Body part and 
enter the number rolled into the proper slot. 


Once you have completed all of the Body rolls 
and entered the numbers into the proper Slots, 
you may then choose to Swap One of the slots 
with another. 


After this One Swap is made, they become 
Final and they may not be moved. 


Body Points may be increased as you progress 
in the game, and they definitely will take 
damage in your adventures from Battles and 
accidents. 
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BODY DAMAGE 


s you play, parts of your body will 
sustain damage from accidents or 
during battles with Hostiles. 


Once a “Body Part” reaches Zero or less, then 
it becomes useless and cannot function until 
Healed. (See Resting and Healing section.) 


Example: 


If your Head reaches zero then you are now 
unconscious. If alone, the enemy may finish 
you off, if it so chooses. 


If your Arm reaches zero then you cannot 
swing a weapon or raise a shield in defense 
with it and likewise, If your Hand reaches zero 
you cannot use it at all. 


You could still swing your arm and the useless 
hand would become a blunt weapon. 


If your Leg reaches zero, it will no longer 
support your weight and you will be off 
balance and have to hop or drag the bad leg. 


It will be very difficult for you to travel or 
do battle while in this condition. 


If both legs are at zero, then you can no longer 
stand, let alone walk or run. You would only be 
able to drag yourself along, provided that your 
arms are still working. If attacked, you would 
roll onto your back and fight to the finish 


So if your Feet or Legs are getting low on Body 
Points, you may want to Flee while you can 
still run. 


Each part plays an important roll in your 


survival. 


Battle Mechanics, Attack rolls, Resting and 
Healing are explained further ahead. 


ARMOR POINTS 


ARMOR POINTS 


ach piece of Armor from Cloth to 
Plate, has a value of Defense. This 
protection takes the first blows of an 


attack. You start with only damaged 
clothes, No Armor. 


You will fill in the armor slots as you 
acquire new pieces during your adventure. 


Armor Refers to any piece of apparel that 
provides protection. There is a slot for 
Type and one for current defense points. 


ARMOR TAKES DAMAGE 


hen you suffer attack damage, 
the piece of Armor that is Hit, 
takes the first points of damage 


and is reduced by the attack or accident 
number as rolled. 


If the damage number exceeds the piece of 
Armors defense value, then it is rendered 
useless and the remainder of the damage 
roll is then taken by the players “Body 
Points.” 


If the Amor has taken damage, but is still 
useable, it may be repaired after the battle. 
If you have the skill and supplies needed, 
you may make the repairs yourself. 


If the Armor has become useless, then you 
may save the materials to be used for 
repairs made by yourself, if you have the 
skill. Or they may also be sold to a related 
Craftsmen, such as a Blacksmith or 
Armourer. 
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ach piece of Armor has a Bonus value against an attack or 
accident. It is wise to wear the best Armor that you can get 
your hands on. You may find some, or gain some in victory. 


When you have enough Gold, you may purchase Armor from 
salesmen or craftsmen. 


ARMOR SHIELDS 
CLOTH ARMOR +2 HIDE +4 
HIDE ARMOR +4 LEATHER +6 
LEATHER ARMOR +6 WOOD +8 
SCALE ARMOR +8 WOOD/METAL +12 


PLATE ARMOR +12 SOLID MAETAL 415 


rmor may be Cloth, Fur, Hide, Padded, Leather, Chain, Scale, 
A Iron or Steel Plate. You may choose to make and use a type of 
Armor not listed , such as Wood, Bamboo, Crab shell or other 
creatures natural armor, that could be logically used to create Armor. 


Use +3 to +5 for hand crafted items made from nature or creatures. 


Magical Armors and Shielding are in a separate section. 
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ARMOR DEFENSE & VALUES 


ARMOR TYPE DEF ARMOR TYPE DEF 


VALUE VALUE 
BARE ZERO 0) BARE ZERO (0) 
CLOTH 2 20 CLOTH 2 15 
TORSO | HIDE/ FUR 4 40 ARM | HIDE / FUR 4 25 
LEATHER 6 60 LEATHER 6 35 
SCALE / CHAIN 8 80 SCALE / CHAIN 8 45 
PLATE 12 100 PLATE 12 SS 
| ARMOR TyPE DEF | VALUE | ARMOR TyPE DEF VALUE 
BARE ZERO () BARE ZERO (0) 
CLOTH 2 20 CLOTH 2 10 
HEAD | HIDE/ FUR 4 40 HAND | HIDE/ FUR 4 20 
LEATHER 6 60 LEATHER 6 30 
SCALE / CHAIN 8 80 SCALE / CHAIN 8 40 
PLATE 12 100 PLATE 12 50 
| ARMOR TyPE DEF | VALUE | ARMOR TyPE DEF VALUE 
BARE ZERO 0 NONE ZERO 0 
CLOTH 2 10 HIDE 4 20 
FOOT | HIDE/ FUR 4 20 SHIELD | LEATHER 6 40 
LEATHER 6 30 WwooD 8 60 
SCALE / CHAIN 8 40 WOOD/METAL 12 80 
PLATE 12 50 METAL 15 100 
| ARMOR TYPE DEF VALUE ll Armor Values listed are in Gold. 
BARE ZERO A tGoWd RerAnmo: Daeeevout 
CLOTH D 15 
Example: You have Plate Torso Armor 
LEG HIDE / FUR as 25 that is now at 5 defense, due to damage. 
Donates ia It would cost 7 Gold to restore it back to 
SCALE / CHAIN 8 45 its original Defense value of 12. 
12 SS 


PLATE 
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You may try to Negotiate a better price. 
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GAINING KNOWLEDGE & SKILLS 


finding and using items, or gaining 
new information in the adventure. 


nowledge and skills are acquired by 


When you acquire something new, 
whether it is physical or mental, you will 
add it to your Character sheet. 


This indicates that you now have the 
knowledge of it, but are yet Unskilled in 
its use. 


After you have Successfully used the 
item, or knowledge, then you will add an 
“S” for Skill beside the listing, indicating 
that you now have the Skill to use it. 


After you have attained the “S” for Skill, 
then you may add a 1 to it after your next 
Successful use. 


Once you have attained a S1 status on a 
given item, you may use it as a Bonus 
point, once per day on any related roll 
that you make. You may not use it on 
unrelated items or actions. 


There are many types of knowledge and 
skills that may be learned as you play. You 
may Not add any items that have not been 
acquired or skills that have not been 
learned from your encounters, training or 
experiences. 


Example Skills: Sneaking, Hiding, 
Swimming, Negotiation, Spell Casting, 
Hunting, Foraging, Fishing, Specific 
Weapons, Herbalism, Healing, Alchemy, 
Bribery, Intimidation. 
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Example: Find a New Item. 


You find a Dagger. You would add Dagger 
to your inventory indicating that you now 
have the knowledge of this particular 
dagger. 


You soon encounter a Rat. You battle and 
defeat it. That is a Successful use. So you 
will now add an “S” for Skill beside it. 


After the next Successful use of the 
Dagger you will add a 1 making the 
Dagger “S1.” 


The Dagger now has a daily bonus point 
that you may use in a related roll. 


Example of Gaining Knowledge 
from Experience: 


ou see a large wild animal resting 
under a shade tree and you only 
have a dagger in your possession. 


So you decide that you will try to “Sneak” 
by it. 


You are either successful or unsuccessful. 
Either way you gain knowledge of Sneak. 


You would add this Knowledge to your 
character sheet indicating that you now 
have the knowledge of “Sneaking.” 


You will need to be successful in your 
sneaking, before you can add an “S” for 
the Sneak Skill, and successful once more 
to gain the daily bonus point for sneaking. 


UNCHAINED TTRPG BY R.A. RICE © 2023 13 


GAINING BONUS POINTS: 
ou may gain a Second bonus point by 
y receiving Informal training in a 
particular skill. 


When an NPC offers to show you how to do 
something. This is informal training. 


Training requires you to have the skill. 


If you are not yet Skilled the then Training 
will only grant you the Skill. 


If you are already Skilled then the Training 
will only grant you the S1 status. 


If you already have the S1 status, then the 
Training will grant you the S2 status. 


You will not receive an S3 status from any 
informal training. A third bonus point may 
only be gained by Formal Training. 


You must already have the S2 status to 
receive Formal Training. 


Formal Trainers will be found in Cities. 
s your character progresses and you 
A gain more skills, they may be used 
one at a time, or in multiples, 
depending on the situation. They may be 
used to add or subtract a bonus point as 


needed. 


Example of Using Skills: 


ou see a formidable foe, and they have 
not yet seen you. You have the S1 skill 


of Sneaking. 


This gives you a Bonus point that you could 
use to Sneak past the foe. 


Bonus point usage must be related to the skill 


that you are using. They also Must be 
Declared before making the roll. 
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Example Misuse of Bonus points. 


Let's suppose you find a Mace and add it 
to your inventory. 


You now have knowledge of the Mace, but 
you haven’t successfully used it yet. 


You also have a Dagger with the S1 bonus. 


If you make an attack with the Mace, you 
cannot use the Bonus point from the S1 
Dagger for the Mace attack. 


You attack a Monster with your Dagger 
and do 2 hit points of damage. You may 
not then declare I want to use my bonus 
to make it 3. 


You must always “Call before you roll.” 


“T shall use a Bonus point for my 
Dagger attack!” 
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WISDOM WILL 


& AWARENESS 


WISDOM 
isdom is the level of knowledge 
that affects Trade, Negotiation, 
Action, Weapon and Magic skills. 
Gaining Wisdom: 
You will gain one point of Wisdom each 
time you Negotiate, or Bribe Successfully 
with any NEW NPC. 
Example: 
You make a Successful Trade with a 
Fisherman. You gain one Wisdom point. 
You meet another Fisherman and trade. 
You DO NOT gain a wisdom point. 
You only Gain on First experience. 
You will gain one point of Wisdom each 
time you learn a NEW Spell. Again You 


only Gain on First experience. 


You find a Book and learn to cast Create 
Light. You would gain one Wisdom point. 


WILL 


ill is the level of your 
Determination and Skill of 
Intimidation & Resistance to it. 


Gaining Will: 
You will Gain one point of Will each time 


you Successfully Intimidate during an 
encounter with a New opponent. 
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Example: 


You encounter a Wolf and Successfully 
manage to Intimidate it. You would gain 
one point. If you Fail to Intimidate it, you 
DO NOT gain. 


You encounter another Wolf. You DO NOT 
gain. You only gain on First experiences. 


AWARENESS 
wareness is the level that you can 
Detect an opponents movement. 
Gaining Awareness: 


You will gain one point of Awareness when 
you Successfully Negate the Hide, Sneak 
or Sneak Attack of a NEW NPC. 


Example: 


Let's say that You have a current awareness 
stat of 4. 


A Rat tries to do a Sneak attack on you. It 
rolls a 3 for a Sneak attack. It Fails. 


If this is the First time a Rat has tried to do 
a surprise or sneak attack on you, then you 
would gain one Awareness point. 


If it was the second time a Rat tried a sneak 
or surprise attack you would not gain an 
awareness point. 


You only gain on First experience. 


See Hostile Encounter Options and Battle Rolls for 
more detail. 
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GAME PLAY 


by turns. On each turn, you will be asked or if playing solo, 


U nchained is a game of adventure and survival and is played 
ask yourself this question. 


“WHAT DO YOU WANT TO DO?” 


To answer this question, you are free to do any of the following. 


Journey: Move three miles or more. Not for small movements. 


Stop: Stand still - Think - Examine your Inventory Items - Observe 
your surroundings - Listen - Smell - Review or Take notes. 


Take Action: Search - Explore - Fish - Hunt - Forage - Repair - 
Fabricate -_Buy Sell Trade - Sneak - Hide - Use the Oracle. 
Rest: Sit - Rest - Eat and Drink - Heal - Sleep. 


Each of the possibilities are explained in more detail on the following pages. 
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GETTING AROUND 


nchained is an open world and 
| | you are free to travel and explore 
every nook and cranny of it at 
whatever pace you choose. 


However this doesn’t mean that you 
teleport from here to there. 


After all, there can be just as much 
excitement and discovery during the 
journey. 


You will refer to the various maps to see 
how far a selected destination is. 


This will give you the estimated amount 
of travel time it should take to reach the 
desired location. Three miles per hour 
on average. 


You will then make “Journey Rolls” 
One per hour in order to reach the 
desired location. 


These rolls will help guide you in what 
happens as you travel. There are many 
possibilities that can occur when one is 
traveling thru unfamiliar territory. 


Journey rolls will use the 2 dio die set to 
determine what happens during your 
travel and exploration. 


When Exploring inside a Dungeon, Crypt 
or other structure you may choose to roll 
once per room using a related table. 


JOURNEY ROLL 2D10 


o make a Journey Roll you will 
T Roll the 2 dio set together. This 

is a set consisting of one die that 
is marked o - 9 and the other is marked 
OO - 90. You read the outcome of the 


pair as follows. 


Rolled separately the 0 is read as 10 
and the 00 as 100 


The o and 00 become zeros when the 
other die is any other number. 


To roll 100 you would roll 00 and o 

To roll 10 you would roll 10 and o 

You do not exceed 100 on any roll. 

Examples: 

A 30 and a1 is read as 31 

A 30 and a O is read as 30 

A 00 and 3 is read as 3 
ou will then refer to the specific 
Area Tables for the details of the 
outcome of your Roll. 

There are Tables for each Key area and a 

General Table for traveling in the non 


specific areas. Sea & River travel are 
covered further ahead. 


Note: You may use the 1d6 Exploring method described on the next page, and use your imagination to 


describe what happens, or there are Tables that use the 2d10 related to the Area you are in, describing the 


details of the outcomes. These are located further ahead. 


Tf you are playing Unchained as a group with a DM, then the DM may chose the items or encounters etc. 
If playing solo you may refer to the given area tables. 
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SEARCHING 


o search, you will refer to the Find 
Tables for the Area Type that you 
are currently in. You may only 
search once between Journey rolls. 


Example: 


You are journeying thru a Beach area and 
have decided that you would like to search. 
You would refer to the Beach Area Find 
Tables. 


Find Table Example: You roll a 1d4 for 
the Row and get a 4. Now you roll the 1d4 
for the Column and you roll a 3. That 
means you have found a cask of water. 


Items Found. 


Some items may seem of a lesser value, 
but consider they still could have a use. 
A wooden oar could be used as a weapon 
and the Crate end could be a shield. 


Body Table. 


On a Body * find, you will then roll 1d4 
twice. Once for Row and once for Column. 


Example: You roll a 3 for the Row and a 2 
for the column. That means you have 
found Sailor Pants. 


On an Animal Body roll 1d4 for the 
condition of the dead animal. 


Rotting, 2. Cold and stiff, 3. Damaged 
from an attack, 4. Still warm. 


You may want to use the damaged animal 
for bait. A freshly killed animal may be 
used for food, bait or harvested for 


potions. 
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EXPLORING 1D6 


ometimes you may decide to Explore 
an area that you are currently in. 


This action is quite similar to the 
Journey rolls, but it relies heavily on your 
own imagination. 


It uses the 1d6 for prompting your 
imagination. 


Roll 1d6 for Guidance. 


A One: Is Finding something. You 
should Find something that makes sense 
for the Area you are Exploring. Then roll 
1d6 again and read one to six for its 
worth. 1 is useless to 6 very Valuable. 


A Two: Is a Good fortune. An easy 
trail or great weather etc. 


A Three: Is a Discovery. This could be 
good or bad. An overgrown burial site. Is 
it haunted? A Spring of fresh water. 


A Four: Is a Slight Hinderance. The 
path is rough and hard to follow. 


A Five: Is a Major Obstacle. The path 
is heavily overgrown. You may go back or 
search for another way. 


A Six: Is Bad luck. This may be damage 
to yourself or the loss or damage to an 
item you carry, or perhaps an attack. 


he only real rules here, are to keep 
| the Exploration related to the Area 
that you are exploring. It is not to 
be used in place of the Journey Rolls. 


Random Quest 1d20, 1d8 


Each Village will have a Hyperlink to the 
Random Quest Table, on page 173. You 
will use that table to create quests thru 
out the land. 
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TRACKING TIME 


racking time in Unchained is done 
in Turns. You may use your turns as 
a time and Travel gauge. 


The average Travel is Three Miles 
per Hour. 


Look at your map to see distances and 
terrain then try to estimate accordingly. 


You will need to consider how long you 
spend exploring a dungeon, cave or other 
structures. How long are you in a village. 
A visit to any establishment should be at 
least one turn or One hour or more. 


A Dungeon exploration could take quite a 
long time if it is large and difficult. Track 
Dungeons, Crypts, Caves etc. by Turns. 


If the path you are traveling on is rough, or 
you have injured yourself, you may need to 
stop, Rest and Heal for an hour or so. 


Note: Resting and Healing are covered ina 
separate section. 


You need time to Eat and Sleep in order to 
maintain your health. Going without food, 
water and rest will decrease your health. 


Traveling in the dark of night, navigating 
rough terrain or braving adverse weather 
conditions, may prove to take a bit longer. 


You will need to use your own judgement 
on this and do try to keep it real. If there is 
perceived challenge then by all means allot 
some extra time. 


One way to track time is to use cards. You 
turn one for each hour used. If you roll a 
delay, turn the stated amount of hours 
used. Another way is to use tokens. Move 
them from one stack to another per roll. 
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TEMPERATURE 


eather can also have an affect 
on your health and or travels. 
This may be good or bad. 
For the most part, the weather remains 
fairly constant. 


It May change on your Journey roll. The 
roll may bring favorable or unfavorable 
weather changes. Refer to the outcome 
provided for the given Area that you are 
adventuring in. 


ENCUMBRANCE 


ncumbrance in Unchained is on the 
Honor system, so be reasonable in 
how much weight you should carry. 


Try not to carry more than makes sense. 
You should be able to carry a reasonable 
amount of food, water and misc supplies 
along with your armor and weapons. 


Three varied weapons should be max. 
A Sword, Dagger, Bow. Etc. 


Consider what you could possibly carry 
and try not to go into the ridiculous. 
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NON COMBAT ACTIONS 


ometimes on your turn you may 
choose to Stop and just stand still for 
a moment. 
This pause will allow you some time to 
think of how you want to proceed in your 
adventure. 
It also gives you time to examine your 
Inventory Items. Time to review or take 
notes. 
This is a great way to observe your new 
surroundings and get a feel for where you 


are. 


Use all of your senses. Look at the 
surrounding area. What do you see? 


Listen, and see if you hear anything. Is the 
sound familiar or unfamiliar? 


Are there any identifiable or 
unidentifiable smells? 


Does it feel safe or do you sense danger? 
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TAKE ACTION 


ake Action refers to everything you 
do to Survive during the adventure. 
You will always be taking one action 


or another, unless you have stopped or you 
are resting. 


What Actions are there? Pretty much 
anything you can think of. 


Some common Actions are: 


Search - Explore - Fish - Hunt - Forage - 
Repair - Fabricate. 


The Surviving section on the next few 
pages, covers these survival actions. 


CHALLENGE ACTIONS 
here are also actions that present a 
challenge. These are covered in the 
Challenge Actions section. 

Some challenges will also appear in the 


Journey Rolls for different areas as you 
travel. Challenge actions will use the 1d20. 
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SURVIVING 


YOU NEED TO SURVIVE! 
FOOD & WATER 


oing without food and water is 
hazardous to your health. Sure you 
could fast for a short time, but you 


will soon be too weak to survive in a this 
hostile world. 


FAILURE To €AT & DRINK. 


The Rule of Three, states that a person 
can live for 3 minutes without air, 3 days 
without water, and 3 weeks without food. 


However going that long, you may be 
alive, but you would not be maintaining 
enough strength to survive. 


In Unchained, you will need to Eat and 
Drink at least once per day to stay 
healthy. Failure to do so will cost you 2bp 
to your Torso per hour until you do. 


When Foraging, Hunting, Trapping and Fishing, 
refer to area tables for catch. 


FAILURE TO SLEEP. 


hile resting restores Body 
W points, you still need to sleep. 

If you go without sleep for more 
than 16 hours, you will lose 1 bp per hour 
until you do. Be sure the place you choose 


is a safe place to sleep especially if you are 
alone. 


See Resting and Healing section for more details. 


GETTING FOOD & WATER? 


unting, fishing, trapping and 
H foraging will require you to have or 

gain the knowledge, along with the 
proper weapons or tools required to do so. 


WATER. 


You must have drinkable water or you will 
dehydrate and die of thirst. 


You cannot drink Seawater or any other type 
of tainted waters. The water must be clean. 


ou will have to work to get the water 
Y that you need to survive. You will 

have to search for sources of fresh 
water. You may find a stream, pond, lake or 
river where you can get a drink, but you will 
also want to find something to allow you to 
take some with you while you travel. You 
could find yourself in an area where water is 
hard to come by. 


You may be able to collect rainwater if you 
can find something to collect it in. 


You may be able to Trade something with an 
NPC or they may sell you a water skin. They 
may give you a drink. Use the Oracle to ask. 


A water skin contains 16 cups when full. A 
cup restores ibp along with meeting the 
daily requirement. 


You may also refer to the Map for river, 
stream, lake, pond and other water source 
locations. Most Towns will have a Well or 
other source, such as a spring. 


If you are running low, it would be wise to 
head in the right direction on your journey. 
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FORAGE: 1D8 


special tools or weapons, but it does 

require some knowledge of what is 
Edible. Eating the wrong things could 
prove hazardous to your health. 


H oraging for food doesn’t require any 


from a friendly NPC, then you will 
need to observe other creatures in the 
area and see what they eat. 


I f you haven’t learned how to forage 


This is not one hundred percent reliable, 
because they may be able to eat something 
that you can’t. Also it will depend on the 
area you are in. Some areas may not 
contain much in the way of edible items. 


To Forage for Food, Skilled or Unskilled, 
you will Roll 1d8 to see the outcome of 
your foraging. Foraging will take one turn 
or one hour of time. 


UNSKILLED: 

1-2: Nothing 

3-4: Misidentify 1d4 - Sickness 
5-6: Poor find 1d4 -2 Qty 
7-8: Meagrefind 1d4-1 Qty 
SKILLED: 

1-2: Poor find 1d4 -2 Qty 
3-4: Meagrefind 1d4-1Qty 
5-6: Decent find 1d4+2 Qty 
7-8: Great find 1d4+4 Qty 


Refer to Area Table for Food Type availability. 
Searching for inedible plants is covered in 
Alchemy and Herbalism section. 


SEARCHING: 1D4 


To search: Roll on the Area Find Table. 
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If you wish to search for something 
logically specific to the area you are in 
then you can use the odd even Oracle roll. 


HUNTING: 


ee the Weapons Dice section for what 
S dice to Roll for Unarmed or Specific 

Weapon type. 
You may use any Weapon that you are 
carrying. If you are not carrying a 
weapon, then you will have to use your 
hands and feet or perhaps locate a rock or 
branch. It is important to use the proper 
weapon for the creature you are hunting. 


See the Area table for what types of 
Creatures are available to Hunt. 


To successfully Hunt you must beat the 
Animals Target number. TN 


If you Miss, the animal escapes. 

You may track it and try another shot. 
Like all actions, the knowledge comes 
first, then the skill, then the daily bonus 


point. Remember you only gain on first 
experience. 


fter a successful hunt, you may 

take the meat, hide, or other 

trophy items as you wish. 
Meat may be used as food or bait. 


The other items may be used in crafting 
weapons, armor and potions. 


They may also be given, traded or sold as 
you see fit. 


The non Combatant Animals are listed in the 
specific area tables. 
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TRAPPING: 1d8 


rapping requires you to have, 
acquire or create the proper trap 
for the type of creature you intend 


to catch. Trapping is a skill that is learned 
or observed from a skilled Trapper. 


A Trap may be a Snare, Pit, Dead-fall or 
other type of trap that you have acquired 
or have learned to make. 


You may also want to use bait to lure in 
the creature. 


You must use the right type of trap for the 
creature that you are trying to capture. 


A Pit trap is used for large animals. 

A Snare or Dead fall for small animals. 

A Woven trap for fish or crustaceans. 
After acquiring the proper type trap for 
the creature that you are seeking to catch, 
you will set it and then wait at least 30 


minutes before checking it. 


To check the trap: Roll 1d8 for Skilled or 
Unskilled to see the outcome of your trap. 


UNSKILLED: - LAND 


1-2: The Trap is damaged. It takes you 1 
hour to repair and reset your trap. 


3-4: Something stole the bait. Re-bait and 
reset trap. Wait 1 hour. 


5-6: The trap is tripped. Reset the trap and 
wait 1 hour before recheck. 


7-8: You have Trapped something. 


Refer to Area Table for possible Catch. 
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SKILLED: - LAND 


1-2: Trap is damaged. It takes you 30 
minutes to repair and reset trap. 


3-4: Something stole the bait. Re-bait and 
reset Trap. Wait 30 mins. 


5-6: You Trapped something. 


7-8: You Trapped something and the bait 
is still good for reuse. 


TRAPPING - WATER: 


UNSKILLED: - WATER 


1-2: The Trap is damaged and the bait is 
gone. Use 1 hour to make repairs, re-bait 
and reset the trap. Wait at least 30 
minutes before rechecking. 


3-4: Something has stolen the bait. 
Re-bait and reset the trap. Wait at least 30 
minutes before rechecking. 


5-6: The Trap remains empty. 


7-8: You Trap 1d4 Trap-able catch, but 
your bait is gone. 


SKILLED: - WATER 


1-2: Debris is interfering with the trap. 
Clean and reposition trap. Wait 30 mins. 


3-4: The trap remains empty. 
5-6: You Trap 1d4+1 Trap-able catch and 
also snagged something unexpected. Roll 


on area Find table for what it is. 


7-8: You Trap 1d4+2 Trap-able catch and 
the bait is still good to reuse. 
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FISHING: 1d8 
ishing requires either a Fishing Pole, 
Net, or Trap and bait. You may also 
use a Bow or Spear to fish, if you 


have any of these weapons. If not, you 
may also try to Hand fish. 


HAND FISHING: 


To Hand fish, you will either enter the 
water or lay on the bank and try to grab 
the fish. In muddy water you will have to 
feel for the fish. You may also find other 
creatures using this method. 
UNSKILLED: 

1-2: You are bitten - 1d4 bp hand. 

3-4: You feel Nothing. 

5-6: The catch got away. 

7-8: You have caught something. 
SKILLED: 

1-2: The catch escapes your grasp. 


3-4: You feel Nothing. 


5-6: You feel something unexpected. 
Roll on area find table to see what. 


7-8: You have caught something. 


NET FISHING: 


To Net fish you need to have or fabricate 
either a Fine or Standard hand Casting 
Net, or a larger Dragnet. A Casting net can 
be used from the bank or shore, whereas a 
larger Dragnet requires the use of a boat. 


You cast out the net and drag it back in. 
Roll 1d8 for each cast. 


UNSKILLED: 


1-2: The Net has been damaged. It will 
take you 1 hour to repair the net. 


3-4: You lose the Net and will need to 
either go after it, or else you will need to 
find, buy or fabricate another one. 

5-6: Empty Net. Nothing is caught. 

7-8: You catch 1d4 Net-able prey. 
SKILLED: 


1-2: Debris tangled in the net, clean and 
try again. 


3-4: Nothing caught. Empty net. 
5-6: You have Netted 1d4+1 Net-able prey, 
along with something unexpected. Roll on 


the area find table to see what it is. 


7-8: You catch 1d4+2 Net-able prey. 


Refer to the Area Tables to see what type Catch is available for the type Method you have 
chosen. Different areas will have different catches and require different Methods. 


Example: A fresh water River or Lake will have different fish, crustaceans or reptiles than the Sea. 
Muddy, dark or swift water will require a different method. Some fish can be caught or gathered by 
hand others may require a pole, net, spear, bow or other weapon. 
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SPEAR FISHING: 1d8 


To Spear fish, you will need to find, buy or 
fabricate a spear from found materials. 
You may free dive or wade. 

Spear fishing is best suited to Clear water. 


You need to be able to see what you are 
trying to spear. 


UNSKILLED: 


1-2: You damage your spear. 
Repair or replace. 1 hr is lost. 


3-4: You see nothing to spear. 
5-6: You try, but miss the target. 


7-8: You see something to spear. 


SKILLED: 

1-2: You try but miss. 

3-4: You see nothing to spear. 
5-6: You see something to spear. 


7-8: You are lucky and have a chance to 
spear two fish at once. 


Refer to the Area Tables for Possible Catch. 

You may only Spear creatures that indicate 

the use of a Weapon. 

* Optional: You may try to Spear fish in muddy or 
dark water, if you so choose. 

* To do this, roll 1d20 and your roll must be 18 or 
greater to succeed. All other even numbers are a 


miss and all other odd numbers are damage to 
your spear. 
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BOW FISHING: 1d8 * 


To Bow fish, you will need to find, buy or 
fabricate a Bow and Arrows from found 
materials. If you do not attach a line to 
your arrow, then you will need to wade in 
or swim to retrieve the catch. 


Like spear fishing, Bow fishing is also best 
suited to Clear water. You need to be able 
to see what you are trying to shoot. 


UNSKILLED: 

1-2: You lose an arrow. 

3-4: You see nothing to shoot at. 

5-6: You miss, and retrieve the arrow. 
7-8: You see something to shoot. 
SKILLED: 

1-2: You shoot and miss the target. 
3-4: You see nothing to shoot at. 

5-6: You see something to shoot. 


7-8: You see a shot to get two at once. 


* The Short bow is most suitable for fishing and 
uses the 1d8. 


* Ifa Long bow is used, then you will use its 1d12, 
but the nine and greater are misses. The rest of 
the rolls are the same as listed for the Skilled 
and Unskilled 1d8 rolls above. 


* Optional: You may try to Bow fish in muddy or 
dark water, if you so choose. 


* To do this, roll 1d20 and your roll must be 18 or 
greater to succeed. All other even numbers are a 
miss and all other odd numbers are loss of your 
arrow. 
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POLE FISHIN G:1d8 


To Pole fish you will need to already have, 
fabricate, or locate a pole, line, hook and 
bait. Bait can be live or a fabricated lure. 


Pole fishing has the advantage of being 
suitable in all types of water. 


You will need a Heavy pole and line to 
catch Large fish. A standard pole for 
medium and small sized fish. 

A Net or Trap is used for Tiny Bait fish. 
UNSKILLED: 


1-2: Your line breaks. You will need to 
replace hook and bait. 30 mins. 


3-4: The bait is taken, with no catch. 
5-6: No bites. 


7-8: You caught something, but the bait is 
gone. 


SKILLED: 

1-2: Tangled line. Untangle 15 mins. 
3-4: No bites. 

5-6: You have caught something, along 
with something unexpected. Roll on the 


Area find table to see what it is. 


7-8: You have caught something and the 
bait is still good for reuse. 


Refer to the area tables for possible Catch 
available for Pole fishing. 
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FABRICATION & REPAIR: 


You may be able to make or repair things 
using items that you acquire on your 
Journey. 


Some examples: 


You have found a rope. You could unwind 
part or all of the rope to get the smaller 
strands to use for fishing line or to bind 
or mend something. 


You could use a thorn to make a needle 
for mending or a hook for fishing. 


You could use a basket as minnow sane or 
use it to carry things. 


You could use a piece of sail cloth for 
carrying or perhaps to mend. 


You could make a fishing pole from a 
branch or cane. 


You could make a spear from an old boat 
oar or a strong limb. 


Or perhaps you could make a shield from 
the end of a broken crate. 


Think about what you can make from 
what you find. Use the oracle to search for 
needed items. 


As you progress and gain better skills and 
acquire proper tools you may be able to 
make better repairs and modifications to 
existing items or fabricate your own. 
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CHALLENGE ACTIONS 


ll other actions such as Climbing, _ If you already have the Climbing skill and 
Swimming, Escaping, Avoiding bonus point, you could declare that you 
etc. All use 1d20 Challenge Roll intend to use a bonus point on the climb. 


You will have to roll Greater than or equal Using that point, if you rolled a 9 the bonus 
to the challenge number that is set. If you would boost you to 10 making it a success. 
set a challenge at One then it is not a 

challenge. If you set it at Twenty, then 


you would have to use Equal to, and this “LET IT BE KNOWN THAT 
would be extremely hard to hit. | SHALL USE A CLIMBING 


Example: Other Action. 1d20 SKILL POINT!” 


You make a Journey roll and the Table 
shows this roll is a large driftwood pile, 
approximately 3’ high and it runs from the 
cliff to the sea. This will cost you some 
delay to go around, or you can try to climb 
over it. You decide to climb up and over. 


You set the 1d20 Challenge at 10. 


If you have not climbed before then you 
will add Climbing to your character sheet. 


When you successfully Climb you will then 
add an “S” for Skill and then on the next 
successful climb you will get a daily bonus 
point. 


To make the climb successfully, you must 
roll equal to, or greater than the difficulty 
presented. In this case the difficulty is 10. 


If you roll 9 or less then you would fail the 
climb over and fall. 


For falls: You take 1 bp injury per ft or m 
from the fall. In this case 3’ equals 3 bp 
damage. 


Note: You can also create the challenge by rolling EMEMBER YOU MUST CALL 
the 1d20 for the challenge setting. Then roll again THE POINT BEFORE YOU ROLL. 
and roll greater than the first roll. 
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Examples: Other Action. 


ou are exploring a tunnel and make The Locked chest doesn’t have a stated 


y a Journey roll and the number 
rolled reads that you have come to 


a four ft or m wide crevasse in the tunnel 
floor. You can see that the bottom is only 


about three ft or m deep. You try to Jump. 


You would probably set the 1d20 
Challenge at 5 or less. 


If you have not Jumped before then you 
will add Jumping to your character sheet. 


When you successfully Jump, you will 
then add an “S” for skill and then on the 
next successful Jump, you will get a daily 
bonus point. 


To make the Jump successfully, you must 
roll equal to, or greater than the difficulty 
presented. In this case 5. 


If you roll 4 or less then you would fail 
and fall into the crevasse. For falls you 
take 1bp damage peer foot or meter. 


If you already have the Jump skill and 
bonus point, you could declare that you 
intend to use a bonus point on the Jump. 


Using that point, if you rolled a 4 the 
bonus would boost you to 5 making it a 
success. 


You find a Locked Chest. 

You find a locked chest and want to pick 
the lock. You do have a set of lock picks 
but have never used them. 

You also have a Hand Axe that you have 


successfully used so you have a bonus 
point. 


TABLE OF CONTENTS 


difficulty, so you decide to roll a 1d20 for 
difficulty instead of setting it 


You roll and get a 15. 


So the lock will be Hard to open and the 
Chest will also be hard to Break open. 


The 1d20 Challenge is now 15. 


You have never tried to pick a lock before 
so you have no skill or bonus point to use. 


However, trying to pick the lock will give 
you the Skill. So you may now add Lock 
Picking to your Character sheet if you 
decide to attempt to pick the lock. 


You try to pick the lock and only roll a 10. 
The challenge is 15, so you Fail to pick the 
lock. 


So now you decide to try to break into the 
chest with the Hand Axe. 


You declare that you also want to use a 
Bonus point on the break attempt. 


You only roll a 3 and adding the +1 bonus 
point only gets you to a 4, so you Fail to 
break into the chest. 

You decide to try and pick the lock again. 


This time you roll a 16. Success! 


You now have a Successful use of the lock 
pick. 


One more successful use and you will get 
an S1 daily Bonus to use on picking locks. 
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RESTING EATING AND HEALING 


fter a battle or injury you 
should always take time to 
Rest, and recuperate. 


Resting restores lost body points 
at the rate of 1 bp per hour rested. 


Sleeping restores 2 bp per hour. 


You may also want to take this 
time to prepare Herbal remedies, 
that is if you have discovered how 
to do so. 


esting does Not cure 

Disease or Poisoning. You 

will need a potion or some 
assistance to heal this type of 
damage. 


may be used as a turn in combat and of 
course any time you need or wish to heal 
during the corse of the adventure. 


I you have Magic spells or potions, they 


creatures lurking in the shadows. Roll 1d6 to see if the area you are in is safe. 
If safe then you should take the opportunity to eat, drink and get some sleep. 


M ake sure you find a Safe Place to set up camp or rest. There could be hostile 
1-2: There is a Hostile NPC here. Refer to the Bestiary for probable hostile. 
3-4 The site is uncomfortable. You may rest here, but will only gain 1/2 bp per hour. 


5-6 The area is safe and comfortable. You gain 1 bp per hour resting and 2 if sleeping. 


Alternately: After sleeping more than four hours you can roll to see if a hostile has arrived. 
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EATING & DRINKING 


Ss previously stated, you need Example: Starting Beach Plants. 
A to Eat and Drink at least Once 

per day to stay Healthy. Failure Edible 
to do so will cost you 2bp per hour, until goce-44p5 
you do. Water restores 1bp per sip. 


Health Gain 


6 =1 MEAL 2 BP 


MARSH 
So with this in mind, when you make SETS SSE CeaBe 
camp you should take some time to CREEPING 
make a Meal or at least have a bite. PAEERUSE CRU Mee: 1 Aer 
SEX PEAS G=1MEAL = _2.BP 


If you have nothing, then it's time to do 


some Hunting and Gathering. SEX PARSLEY 


G=1MEAL  2.BP 
: KELP G6=1MEAL  28P 
To cook you will at least need a fire. 


To have a fire you need wood or other 


: ealth gain given on the tables is for 
materials found and a method to set the raw meat, fruit or vegetables. 
material on fire. 


Cooked Meats or Plants add will add 


If you do not have flint and tender, then 2 extra points to your Health Gain value. 


you may have to locate a couple of sticks 
and rub them together in order to make 
a friction fire. 


If cooked together you double the Bp value 
for making a complete meal. 


Each of the Areas has Tables that show Example: 


what type of food is available in that 


particular area anit valiies. If I eat a raw sand crab, I will gain 2bp. 


Example? Starting Reach If I cook it, I will gain 4bp. 


If I eat six kelp leaves raw, I will gain 2bp. 


Creature Health Gain 

SAND CRAB 1= 1 M€AL 2 BP When Cooked, I gain 4bp. 

LIMPET 6=1MEAL = 2 BP 
Eat them both together raw I get 4bp. 

CLAM 6=1MEAL 3. BP 

MAUSSEL 6=1ME€AL 3 BP However if I cook them together, I will get 
8bp for a full cooked meal. 

SHRIMP 6=1MEAL 3. BP 

LOBSTER 1=1MEAL = 4.BP Body points may be assigned as needed. 

de 1 =1M€AL 4 BP Remember: Eating once per day is required, 

OYSTER, 6=1MEXL  48P for health, even if all of your body points are 
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already at maximum. 
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BUYING SELLING AND TRADING 


BUYING & SELLING 


s you play, you will gain many 
A goods and treasures. Some you 

will keep and consume for your 
survival. Others, you may choose to sell 


or trade. Sometimes you will need to 
purchase items or pay for services. 


UNCHAINED CURRENCY 


Unchained uses a very simple common 
currency exchange system consisting of 
only three types of coins. 


Copper, Silver & Gold 
The rate of exchange is as follows: 


5 Copper = 1 Silver. 5 Silver = 1 Gold. 
TRADING- 1D12 + WISDOM 


s you adventure you will acquire 
A various treasures, goods, and 

coinage, from either finding it, 
working for it, or taking it as a reward 
from a successful battle. Each item in the 
game, should have a value. The value may 
or may not be listed. In either case, you 
are free to Negotiate for an acceptable 
price or Trade for any goods or services. 


NPC’s will have items or services that 
relate to whom they are. Example: A 
Farmer will have produce. A Fisherman 
will have fish and a Bounty hunter will 
provide protection. All NPC’s will have 
food and water. Travelers, Scavengers, 
Explorers, Merchants, etc, will have a 
variety of items to Trade. 
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To see what they have to Trade Roll 1d6 
1. Edibles: Food, Water, Wine, etc. 

2. Tools: lock Pick, Shovel, Axe, etc. 

3. Weapons and Armor: Various. 

4. Valuables: Jewelry, Gems, Ores. 

5. Potions & Ingredients: Cures, etc. 

6. Service: Protection, Training, etc. 


ou may have a situation where you 

will not use the common currency 

for one reason or another. In this 
case, you will instead, Trade for goods and 
services. 


Every Service in the game has some value. 
Sometimes the value is listed, sometimes it 
is not. In either case, just like buying or 
selling, you are free to Negotiate to reach 
an acceptable exchange. 


Example: 


You meet a Hunter in a forest who has 
been recently injured in an accident. 


The Hunter inquires if you have any 
healing potions or spells that you can 
spare. The Hunter has no coins to pay you 
with, but can offer you some food items in 
exchange. You may agree on a Trade. 


Likewise, you may be in need and have no 
coins to pay for goods or services that you 
require. In this case, you will need to 
Negotiate a trade to get what you need. 


You will gain one point of Wisdom each time you 
Negotiate, successfully with any NEW NPC. 


You only gain on First experiences. 
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ITEM PRICING FOR BUY SELL TRADE 


TYPE ITEMS QTY | ToYyou | FROMYou TYPE ITEMS QTY | ToVou | FROMYou 
TOOL | ALEMBIC 1 3G 38 WEAPON | ARROWS Dz 12C 6C 
TOOL | BACKPACK 1 45 Das WEAPON | BATTLE AXE 1 30 15G 
TOOL BAIT BOX ! 1S 3C WEAPON BATTLE STAVE 1 10G 5G 
TOOL BASKET 1 16 aC WEAPON | BOLTS DZ 12C 6C 
TOOL | BASKET 1 25 1s WEAPON | CLUB I 8G 4G 
Tool etieeee me ae WEAPON | CROSS BOW I 15G 7G 

WEAPON | CUDGEL I 2G 1G 
TOOL | EMPTY BOTTLE 1 ZC Le 

WEAPON | DAGGER 1 2G PAS 
TOOL | EMPTY JUG 1 DC 1c 

WEAPON | DARTS 3 3G 35 
TOOL | EMPTY KEG 1 4C 2°C 

WEAPON | FLAIL I 10G 5G 
100L ea | 2c Ic WEAPON | GREAT SWORD \ 30G 15G 
TOOL | FISH HOOKS DZ 2C 1c WEAPON | HAND AXE I 10G 5G 
TOOL | FISH SPEAR 1 6C 3C WEAPON | LONG BOW I 12G 6G 
TOOL | FISHING LINE I 2C Ic WEAPON | LONG SWORD 1 ISG 7G 
TOOL | FISHING NET LARGE 1 25 15 WEAPON | MACE 1 10G 5G 

WEAPON | SHORT BOW I 8G 4G 
TOOL | FISHING NET MED 1 BC 4c 

WEAPON | SLINGS 1 1G 1 
TOOL | FISHING N€T SMALL 1 6C BaG 

WEAPON | SPEAR 1 5G 2G 
TOOL | FISHING N€TXL I 25 1S 

WEAPON | STAFF 1 4G 2G 
10) eee a 5 WEAPON | STAFF - WATER 1 30G 15G 
TOOL | FISHING POLE WITH - 

See BeoL 1 46 25 WEAPON | STAFF - FIRE 1 30G 15G 

TOOL Memes ; 1G 15 WEAPON | STAFF - LIGHT 1 30G 15G 
tool | KNIFE ‘ ie a2 WEAPON | STAFF - WIND 1 30G 15G 

WEAPON | STAFF- HEALIN I 0) 1 
TOOL | LOCK PICKS 1 4G 2G ac Lis uo as eg 

WEAPON | STONES Dz 12C 6C 
TOOL | MORTAR & PESTLE 1 2G 25 

WEAPON | WAND - WX I 1 6 
TOOL | N€€DLE & THREAD i 1G 1S ve ah 28 : 

WEAPON | WAND - EARTH I 1 7 
TOOL | POTION VIAL 1 1S IC was cau an : 

WEAPON | WAND - FIRE 1 20G 10G 
TOOL | QUILL & INK | 1G 1 

WEAPON | WAND - LIGHT 1 12 6 
TOOL | ROPE 50’ 1G 1 E : : 

WEAPON | WAND - WIND I 1 6 
TOOL | SCROLL 1 26 SC ct 28 : 

WEAPON | WAND- HEALING 1 8G 4G 
TOOL | STRING 25’ 1 2C 

WEAPON | WAR HAMMER 1 30G 15G 
TOOL | TINDER BOX 1 25 1§ 

WEAPON | VIAL OF POISON 1 2G 26 
TOOL | TORCH 1 eh) 1§ 

WEAPON | BOMB 1 4G 2G 


TOOL | WATER TRAP 1 2s 1§ 
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TYPE | ITEMS FOR SALE | QTY | TOYOoU | FROMYouU TYPE | ITEMS FOR SALE Qty | ToYou | FROMYou 
Veg | ARROWHEAD 1 2c IC MEAT | BEAVER 1 1S 3C 
veg | ASPARAGUS 1 2c IC MEAT | CAPYBARA LB 2c IC 
veg | AVOCADO 1 2c Ic MEAT | CHICKEN 1 1S 3C 
veg | BEANS 1 2G IC Mert | CLAM Dz 25 1 
Veg | BURDOCK 1 2c Ic MEAT | COOT 1 4C 2C 
veg | CARROTS 1 AE IC MEAT | CRAB 1 25 1S 
Veg | CATTAILS 1 2c IC MEAT | CRAB GIANT 1 1 3C 
veg | CHANTERELLE 1 26 IC MEAT | CRAYFISH DZ 1S 3C 
veg | CORN €AR 2c Ic MEAT | DEER LB 1S 3C 
Veg | CURLED DOCK 1 4C 2c MEAT | DUCK 1 4C 2c 
Veg | CURRENTS 1 4C 2C MEAT | ELK LB 1S 3C 
veg | DANDYLIONS 1 4c 2C MEAT | FISH LG 1 4C 2c 
Veg | FFERN 1 4c 2c MEAT | FISH MD 1 2c IC 
veg | GREENS 1 4C QE MEAT | FISH SM DZ 2c IC 
Veg | GRND CHEERY 1 4C 2c MEAT | FISH TINY Dz 2c IC 
veg | GROUNDNUT 1 4C 2C MEAT | FROG 1 1S 2c 
veg | KELP 1 4C 2c MEAT | GAME HEN 1 1S 2c 
veg | LAMBS QTRS 1 4c Ze MEAT | GROUNDHOG 1 1S 3c 
Veg | LETTUCE 1 4C 2c MEAT | GUAN 1 4C 2c 
Veg | MORELS 1 4C 2C MEAT | LIMPET DZ 2c IC 
veg | ONION 1 4c 2c MEAT | LOBSTER 1 2G 1G 
veg | PINE NUTS 1 4C 2C MEAT | MINK LB 2G IC 
veg | PLANTAIN 1 4C 2c MEAT | MATN GOAT LB 2c Ic 
VEG | POTATOES DZ 25 1S MEAT | MAUSSEL Dz 25 1S 
VEG | ROSEHIPS CUP 4c 2c Meat | OTTER LB 2c IC 
veg | SALTBUSH €X 4C 2G MEAT | OYSTER DZ 2G 1G 
veg | SAMPHIRE €X 6C 3C MEAT | PACA LB 2c Ic 
veg | SEX PARSLEY €X 6C 3C MEAT | PIG LB 3c 2C 
VEG | SEX PEAS eX 8C AC MEAT | RABBIT 1 3c IC 
Veg | SEXSANDWORT | €A 4C QE MEAT | SHRIMP Dz 26 1S 
veg | SORREL €X 4C 2c MEAT | SQUIRREL 1 3c IC 
veg | SUGARCANE €X 4C 2G MEAT | TENTACLE 1 1S BG 
Veg | THISTLE €X 4c 2c MEAT | TURTLE 1 46 26 
Veg | TOMATOES €X 4C 2G MEAT | WORM GIANT 1 1S 3C 
VEG | WATERCRESS eX 4c 2c REMEMBER YOU CAN ALSO TRADE WITH NPC’S 

AN OU MX’ 0 SELL UNL MS TO 
VC ao srl ES euVeRe USE TiC Rocke AND Seevion “ 
veg | WOOD SORREL €X 4c 2c SKILL TO DO So. 
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TAPE ITEMS FOR SALE QTY | TOYVOU | FROMYOU TYPE ITEMS QTY ToYou | FROMYou 
DRINK | WINE CUP | 2c M4ED | BANDAGE ID6 BP iM 1G 1S 
DRINK | WINE JUG 1 46 25 MED | POTION ANTI VENOM | 3 SIPS 3G 38 
DRINK | ALE PINT ! Ic MAED | POTION DISEASE CURE 3 SIPS 4G 45 
DRINK | ALE JUG 1 1S 3C MAED | POTION HEALTH ID8 | 5 SIPS SG 5S 
DRINK | RUM BOTTLE 1 4§ 25 MED | POULTICE IDIO BP 1 2G 1G 
DRINK | RUM SHOT 1 3C MED | SPLINT I 1S BE 
DRINK | WATER CUP 1 IC 

A FULL WATER SKIN HOLDS 4 PINTS OR. 16 CUPS 
DRINK | WATER SKIN 1 25 15 

POTIONS HOLD 3 SIPS -10 BP PER SIP. 
type | ITEMS FOR SALE | QTY | TOYOU | FROMYOU TYPE ITEM QTY TOYOU 
FRUIT | BANANAS SERVICE | BATH IHR = -2§T0 45 
FRUIT | BILBERRIES SERVICE | HEALING POINT 15 
FRUIT | GRAPEFRUIT I 1S 3C SERVICE | CURE FULL 1G 
FRUIT | MMANGOS SERVICE | HIRELING DAY 15 
FRUIT | APPLES €X\ 2c IC SERVICE | MAEAL & DRINK 1 1S TO 25 
FRUIT | BLACKBERRIES cuP NE, IC SERVICE | PASSAGE MILE IC 
FRUIT | COCONUT €X\ 15 2c SERVICE | REPAIR ARMOR 10G POINT 
FRUIT | ELDERBERRIES cuP NG IC SERVICE | REPAIR TOOL 1 1S 
FRUIT | GRAPES CuP 2c IC SERVICE | REPAIR MIS 1 3C 
FRUIT | GUAVA 1 SERVICE | ROOM & MAEAL IZHRS 25 TOIG 
FRUIT | PAPAYA [oN 3C Ic SERVICE | SHAVE HAIRCUT 1 1C TO 3C 
FRUIT | PEARS €X\ 2G NG 

YYOU MAY SELL THE CONTENTS OF CONTAINERS 
FRUIT | RASPBERRIES cup 2c IC AND OR THE CONTAINERS THEMSELVES. 

YYOU MAY NEGOTIATE A PRICE FOR ANY OF THE 
FRUIT | STRAWBERRIES cuP 2c NG UNLISTED ITEMS THAT YOU FIND. 
TYPE ITEM RENT ToYou FROMYOU 
TRANSPORT | HORSE 3SPERHR 25G 12 G 
TRANSPORT | MAULE 25 PER HR 20G 10 G 
TRANSPORT | DONKEY 1S PER HR ISG 7G 
TRANSPORT | WAGON 4C PER HR - - 
TRANSPORT | OX CART 3CPERHR - - 
TRANSPORT | BOAT, RIVER - FLAT BOAT - BARGE - FERRY 25 PER MAILE - - 
TRANSPORT | BOAT, LAKE - FLAT BOXT - ROW 15 PER MAILE - - 
TRANSPORT | BOAT, SEX - RAFT - ROW 1§ PER MAILE - - 
TRANSPORT | SHIP, SEX - SAIL 7 1G PER MAILE - 


ARMOR PRICING AND REPAIR COSTS ARE COVERED IN ARMOR DEFENSEVALUES 
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THE ORACLE 


hen you have a question about anything that doesn’t seem to have an 
obvious answer, you may want to consult the Oracle. 


FOR A SIMPLEYES/NO ? 


Select your favorite die and roll it. 


An even number is Yes, and an odd 
number is No. 


FOR A COMPLEX ANSWER 
Roll 1d6 

EXAMPLE QUESTION: 

“Ts it raining? “ 

A one, is no, it is not raining. 

A two, is a mist, or slight fog. 

A three, is a light rain. 

A four, is normal rain. 

A five, is heavy rain. 


And a six is a violent storm. 


Ona _ five or six you will need to take shelter. 


See Time & Temperature section on how the Weather 


affects your health. 
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EXAMPLE QUESTION: 


“T ask the fishermen if they are catching 
anything today?” 


A one is “No, not a bite.” 

A two is “Very little.” 

A three is “Oh about the same as usual.” 

A four is “Yea, they are biting pretty good.” 
A five is “Best we’ve done all week.” 


And a six is “Oh yea, they are practically 
jumping in the boat.” 


You can use the Oracle as much or as little 
as you like. 


answer would be, then simply don’t 


|: you feel you are sure of what the 
bother rolling. 
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BATTLE MAECHANICS 


uring your adventure you will 
undoubtedly encounter Hostile 
Persons, Animals or Monsters. 


When this confrontation occurs, you will 
have to Negotiate, Fight or Flee to survive. 
If you choose to Fight, then you will need 
to be a weapon, or wield one. 


WEAPONS DICE. 


1d4: Unarmed punching, kicking, or 
throwing. Using tools or other objects. 


1d6: Daggers, Slings, Cudgels or any other 
small single handed or small projectile 
weapons, such as rocks or darts. 


1d8: Staves, large clubs, Spears, Short 
Bows, other medium sized two handed 
weapon. 


1d10: Short Swords, Maces, Flails, Hand 
Axes, or any other medium size weapon. 


1d12: Long Sword, Pole-arms, Cross 
bows, Long Bows. 


1d20: Battle Axes, War Hammers, or any 
other large two handed weapon. 


POISONING 


f you have the knowledge, you may 
| choose to add additional damage by 

poisoning your weapons. When you 
add poison to your weapon, you add +1 
damage to your attack. 


Magic Spells, Scrolls and Weapons are in a 
separate section. 


If you wish to have black powder pistols and long 
rifles then count them as 1d12. 
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WHAT WEAPON TO USE 


DIFFICULTY NUMBER 


( : hoosing the right weapon for the 
enemy you face is important. Lower 
difficulty numbers make the enemy 

harder to hit with larger weapons and 

likewise High difficulty to hit numbers can 
make it more difficult to hit with smaller 
weapons. 


Example: 


A creature such as a Bat flying around, will 
be harder to hit with a slow swinging Battle 
Axe than a quicker slicing Dagger. 


A Bat has a Difficulty to Hit of 8 and 10 
Body Points. 


So you may not roll greater than 8 or 
you miss the Bat. 


A 1is always a miss. So the 1d6, 1d8,1d10, 
1d12 and 1d20 weapon attack rolls could all 
miss the bat by rolling a 1. They all could 
hit. However, if you Exceed the 8 Difficulty 
to Hit number, then you have also Missed. 


If you try hit the Bat with a 1d20 Battle 
Axe, and roll 12 points of damage then you 
have Exceeded the 8 Difficulty to Hit and 
the 1d20 roll misses. 


A 1d6 dagger or 1d8 Short Sword is a much 
better choice for fighting a Bat, because 
you will not exceed the 8 Difficulty to Hit, 
unless you are using a bonus. You need to 
be cautious when using bonuses in battle. 
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ATTACK ROLLS 


“Part Hit” die and your “Weapon 

die.” If your weapon is also a 1d6, 
then you will need to roll it twice, or use a 
second d6 of a different color. If you only 
have one, then roll the “Part Hit” first. If it 
is a1, miss, then you do not need to roll the 
Weapon die. 


H or your Attack, you will roll the 1d6 


When you are rolling for the opponent, you 
will roll the 1d6 “Part Hit” die and its 
designated “Attack die.” 


The 1d6 Part Hit Roll is read as follows: 
One is always a Miss. 

Two is a Graze that inflicts 1/2 damage. 
Three is a hit to the Legs or Feet. 

Four is a hit to the Arms or Hands. 
Five is a hit to the Torso. 


Six is a hit to the Head. 


HOSTILES 


Hostiles have the following stats: 
Hostile Body Points: 


To Defeat a Hostile opponent, you must 
reduce the target’s Head or Torso Body 
Points to Zero. 


If a creature doesn’t have the Body part 
rolled, then it takes a General hit to its 
Head or Torso. 


An Indicated Attack die: 


This is the die to be used for their attack. 
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A Difficulty to Hit Number: 


This is the number that May Not be 
Exceeded. If you roll Greater than the 
Difficulty number it is a Miss. 


They, like you, also have Wisdom, Will 
and Awareness stats. These function as 
explained in the Hostile Encounter 


Options. 


If playing solo, you will decide what the 
hostile does or roll 1d6 for random. If you 
are playing with a GM then they will play 
the part of the Hostiles. 


BONUS SKILL POINTS 


ny Bonus Skill Points must be 
A called before you make your 

Attack Roll. You may not add a 
bonus skill point after rolling. 


Example: You have a +1 Bonus Dagger 
Skill. 


You must Call “I will use a Bonus Point 
for my Dagger attack!” Before you make 
the Attack roll. 


If you then roll a1 on the “Part Hit” die, 
you have wasted the bonus point on a 
miss, but if you roll a 2 or greater then 
you may add the bonus point to the 
“Weapon Roll” outcome. 


EXTRA ROLL OPTION 


ou may use the optional Extra Roll rule 
if you so choose. To get the Bonus, you 


must call out the Body Part correctly 
that you intend to hit, before the attack roll. 
If successful, you do the damage as rolled, 
and get to make another roll. 
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EXAMPLE BATTLE ROLLS 


hen in a battle and the Attack Roll is a 2 
W Graze. You will select the Armor - Body 
Part that will take the damage. 


This is called “General Damage.” Like all attacks, 
the Armor takes the first damage, followed by the 
body part when the armor value is exceeded. 


BATTLE ROLL EXAMPLE: 


You have rolled and allotted your Body Points. You 
also have cloth armor on each part giving another 2 
points of protection to each body part. 

You have a Dagger that does 1d6 damage. 

You face a Giant Worm with 1d8 bite and 10 bp ea. 


When your Weapon is a 1d6 value. You must roll 
the “Part Hit” die first, unless you have an extra d6 
of a different color to be a designated Part Hit die. 


You roll 1d6, “Part Hit” and roll a1. This is a Miss. 
You roll for the Worm. 1d6 part hit and 1d8 bite. 


You roll a 3 “Part Hit” = Legs or Feet. And a 5 for 
the Attack. So you take 5 damage to your right foot. 


You will reduce your right foot armor from 2 to 0 
and take remaining 3 damage points to your foot. 


You roll 1d6, “Part Hit” and roll a 6. This is a Head 
Hit . You roll another 6 for the attack. So the Worm 
takes 6 damage to the Head. It has 4 Head bp left. 


You roll for the Giant Worm. 1d6 and 1d8. 

You roll a 5 “Part Hit” = Torso. And a 8 for the 
Attack. So you take 8 damage to your Torso Armor 
and it is now at o and your Torso takes 6 damage. 
You roll 1d6, “Part Hit” and roll a 6. This is a Head 
Hit. You roll a1 for Attack so the Worm takes 1 
damage to its Head. The Worm’s Head is at 3 bp. 
You roll for the Worm. 1d6 and 1d8. 

You roll a 3 “Part Hit” = Legs or Feet. And a 3 for 


the Attack. So you will take 3 damage to your foot 
or leg Armor. 
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You could apply this to the same foot as before 
reducing it further, or select a leg, or other foot 
reducing the armor to o and taking 1 bp damage. 
We will choose to reduce the other armor to 0 
and take 1 damage to the foot. 


You roll 1d6, “Part Hit” and roll a 3. This is a 
Leg/Foot. Since the Worm has neither, it is a 
General hit. The Attack roll is a 4. You do 4 bp 
damage to the Worm. The Worm’s Head was 
already at 3 bp so this is a Fatal blow. 


VYSING A SKILL POINT: 


Before you roll, you call “I will use my 
Dagger Skill Point!” 


You then roll 1d6, “Part Hit” and roll a 6. 
This is a Head Hit. 


You roll a1 for your Attack, so the Worm takes 2 
damage to its Head due to the Called Skill Point. 


Using the Extra Roll option: 


Before you roll, you call “I will hit the 
Worm in the Head!” 


You then roll 1d6, “Part Hit” and roll a 6. 
This is a Head Hit. 


You roll a 1 for Attack so the Worm only takes 1 
damage to its head. The Worm is now at 3 bp. 


However since you Called the “Hit to the Head” 
correctly, you get a second roll. 


Using the Skill Point & Extra Roll option: 


Before you roll. You Call “I will hit the 
Worm in the Head! And I will use my 
Dagger Skill Point.” 


You then roll 1d6, “Part Hit” and roll a 6. 
This is a Head Hit. 


You roll a1 for Attack so the Worm takes 2 
damage to its Head, because of the skill point, 
and since you Called the “Hit to the Head” 
correctly, you also get a second roll. 
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HOSTILE ENCOUNTER OPTIONS 


o you have rolled an Encounter with a 

S Hostile Person, Animal or Monster. 
What happens next? 

You have referred to the NPC Table to get 

an idea of exactly who or what you are up 

against. Now what options do you have? 


That depends on who goes first. 
First Roll for Initiative Use 1d12 


Roll for each party. The highest rolled 
number wins and goes first. 


Whoever wins the initiative, may Attack 
or also use one of the following options. 


You will need to decide for the Hostile or Roll 1d6 
for its random action. You may decide to not use 
the initiative roll and just have the player always 
start the confrontation unless the hostile does a 
surprise attack. 


SNEAK / HIDE. 1d12 


Do you have the Sneak skill? If yes, then 
you may want to try. If you have a S1 you 
can use it to better your odds. If not, you 
may still want to try to sneak by so as to at 
least gain that knowledge. 


To successfully Hide from, or Sneak by 
your opponent you will need to consider 
the following. 


You and your opponent have Awareness 
Stats that indicate how aware you or they 
are. It is how well you or they can see, hear 
or sense movement. 
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Your roll plus any “Called bonuses”must be 
Greater than the threshold of the Hostile 
opponent’s “Awareness Stat” number. 


Example: 


Let's say that a Bat has an awareness stat of 
9 due to its excellent hearing. You would 
need to roll greater than 9 to Sneak past or 
Hide from the Bat. 


If you roll a 9 but have called to use a Sneak 
or Hide skill point, you can add one and 
that would give you a 10 and a successful 
sneak. 


If however you roll an 9 and have not called 
a bonus point, then you have failed to 
sneak by or Hide. It's now the hostiles turn. 


Example: 


Let’s say a Goblin tries to do a Surprise 
attack, or tries to Sneak past you. 


Your Awareness stat is 3. The Goblin 
would need to roll a 4 to make a surprise 
attack or sneak past you. 


If the Goblin rolls a less than 4 and Fails 
the surprise attack or fails to sneak past 
you, then you will gain an Awareness point, 
if this is the first time a Goblin has tried to 
sneak up on, or past you. It is now your 
turn. 


Remember you only gain on first 
experiences. 
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INTIMIDATE. 1d12 


Do you have this Skill? If so, do you have 
a plus one? If not then you may want to 
learn to Intimidate this round. 


To successfully Intimidate your 
opponent, you will need to consider the 
following. 


Your opponent has a “Will Stat,” that 
indicates how they react to opposition. 


Your roll, Will stat, plus any called 
bonuses must be Greater than the 
opponents Will stat number. 


If successful they will try to flee. 
Example: 

You face a Goblin with a Will Stat of 4. 
You currently have a Will Stat of 2. 


You roll a 3. 3+2 stat =5 so you have 
Intimidated the Goblin and they will try to 
flee. 


See Flee for outcomes. 


If this is the first time you have tried to 
Intimidate a Goblin and were successful 
Then you will gain one Will point. 


Example: 
You face a Goblin with a Will Stat of 4. 
You currently have a Will Stat of 2. 


The Goblin rolls a 3. 3+4 stat = 7s0 with 
your Will stat of 2 you will be Intimidated 
unless you roll a 6 or greater. 
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NEGOTIATE. 1d12 


Do you have this Skill? If so, do you have a 
bonus point? If not, then you may choose 
to learn to Negotiate this round. 


If it is an Animal, you may be able to feed 
it as a negotiation. If it is a Person, 
perhaps a Trade? If it is a Monster, it is 
unlikely, but you may try. 


You will use the “Wisdom Stat” that 
indicates how the Hostile thinks against 
your Wisdom stat. 


Your Wisdom stat plus number rolled 
must be Greater than the opponents 
Wisdom stat and number rolled. If it is, 
they will Negotiate. 


Example: 


You face a Goblin with a Wisdom Stat of 4. 
You currently have a Wisdom Stat of 4. 


You roll a 3. 3+ your 4 wisdom stat = 7. 
The Goblin rolls a 2, so its total is 6, so the 
Goblin will Negotiate with you. 


Example: 


A Goblin with a Wisdom Stat of 4. Wants 
to Negotiate. You currently have a 
Wisdom Stat of 4. 


The Goblin rolls a 3. 3+4 stat =7 and you 
roll a 2, so you will need to Negotiate with 
the Goblin. 


You will need to consider what it wants. 
If the offer is unacceptable, you may 
choose to decline. 


If you decline, then it is the Hostiles turn. 
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SURPRISE ATTACK. 1d12 


A Surprise attack gives You or the Hostile 
a +1 on the first round of a battle. 


A Surprise attack is similar to Sneak. 

You and the opponent have an Awareness 
Stat that indicates how Aware you and 
they are. 

Your Roll plus any “called bonuses” must 
be Greater than the threshold of the 
Hostile opponent’s “Awareness Stat” 


number. 


Example: Lets say that a Rat has an 
awareness stat of 5. 


You would need to roll greater than 5 to 
do a Surprise Attack the Rat. 


If successful, then your Weapon attack 
roll gets a +1. 


If you Fail, then it is the Hostiles turn. 
Example: 


Let's say that You have an awareness stat 
of 4. 


The Rat would need to roll greater than 4 
to do a Surprise Attack on You. 


MAOVE. 1d12 


If you or the Hostile have a range attack 
or weapon. You or they may want to move 
away or take cover for a distance shot. 


The d12 roll is how many feet or meters 


FLEE. 1d12 


If You or the Hostile are afraid that you 
or they may not Survive the battle, or 
have been Intimidated, you or the Hostile 
may try to flee. 


To flee roll 1d12. 


Even number is Success and odd is Fail 
and you must continue the battle. 


You or the Hostile may decide to try to 
flee again on the next turn. 


SPECIAL MAOVE. 
1d20 Challenge Roll 


You may try to make a special move or 
use a non weapon item in a creative way. 
To do this a Difficulty level must be set 
and the challenge roll must exceed it. 


Example: Use a fishing net to trap an 
opponent. 


= 
( 


You may choose to run away 


you or they may move. and live to fight another day. 
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VICTORY 


he battle is over and you have 
emerged victorious! 
Upon victory, you may loot anything 


from the NPC that you have defeated. 


If it is an animal or monster, you may 
want to take its hide, teeth and claws. = 


If it is edible, you may choose to take the 
meat. 


If it is a person, you may take any or all 
possessions carried by them. 


This also includes any weapons and or 
armor. 


These items may be used in place or 
addition to what you have or they may ——_ 
be sold and or traded as you see fit. 


The Bestiary lists items that may be taken from each Hostile upon victory. 
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CHARACTER DEATH 


Body Points of the Torso, so it would 

be wise to consider Fleeing when your 
Body points are getting low. Especially your 
Head and Torso. If your Head is Zero you are 
rendered unconscious. 


ou may use any health potions, herbal 
y remedies or magic spells to prevent 
your demise, but if you die, then you 
will join your ancestors in the afterlife. 


nless you receive a Miracle! 
| | You have one last shot at avoiding the 
final journey to the afterlife. Your 
Spirit may appeal for a Miracle. 


ou will Call out the Number that shall 
y save you, then Roll the dice of your 


choice. 


P layer and NPC death occurs at Zero 


If you hit that Exact Number you will be 
fully Restored. 


If not, then you join your ancestors in the 
afterlife. 


What is your lucky 
number? 


“Remember, It is Death that gives Life 
to the Game.” 


- Cyrus Rice AKA R.A. Rice. 
Note: The 1d4 has the best odds. 


ABLE OF CONTENTS UNCHAINED TTRPG BY R.A. RICE © 2023 45 


ABLE OF CONTENTS 


UNCHAINED TTRPG BY R.A. RICE © 2023 


46 


MAAGICAL ITEMS 
AND KNOWLEDGE 


s you play you may find Magical 

items and meet other characters 

with Magical abilities and or 
knowledge that you may learn to use 
yourself. 


agical knowledge and skills are 
| \ / acquired in the same manner as 
non magical ones. You gain the 
knowledge or skill by finding and using 


items or knowledge during the adventure. 


When you acquire a new magical item, 
whether it is physical or mental, you will 
add it to your character sheet. If you fill 
up your sheet with spells and items print 
another if need be. 


The first time you acquire something 
Magical, you will add it to your character 
sheet to indicate the knowledge of it. 


After you have successfully used the 
magical item or knowledge, then you will 
add an “S” for Skill. You now have the 
skill to use it. 


When you have attained the “S” for skill 
then you may add a 1 to it after the next 
successful use. 


Once you have a S1 status on a given skill 
or spell, you may use it as a bonus, once 
per day. 


Using it gives a bonus point to any related 


roll you make. 


You must call out the point to be used 
before you roll. 


ABLE OF CONTENTS 


ecause Magic has a great many 
variations, you will need to use 
various dice to cast your spells. 


Unchained uses Alteration, Illusion, 
Conjuration and Elemental types of Magic. 


They are explained in more detail on the 
following pages. 
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here are a many types of Magical 
items, knowledge, skills and spells 


that may be learned as you play. 


MAAGIC SPELLS & WEAPONS. 


Many Tabletop Roleplaying games punish 
the Magic user by making usage difficult 
or costly while allowing the fighter to 
unlimited use of their skills. 


In Unchained you will not be penalized for 
using Magic instead of physical strength. 


Magic is gained thru discovery, the same 
as physical items or talent. 


TYPES OF MAAGIC. 
Alteration: 1d4 


This would include spells such as Light, 
Healing, Elemental changes, such as Fog 
or Cold. Magical Force spells such as 
Push, Pull or levitate. 


The rolled number represents feet or 
meters of movement, distance of coverage 
and or length of time. 


The use of a bonus point would grant 1 
additional foot or meter, making a 
maximum of 4. 


Illusion: 1d6 


This would include spells that have an 
effect on other characters, or non playing 
characters, such as Fear, Calm, Embolden, 
etc. 


The number rolled indicates the length of 
time that the spell lasts. 
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Conjuration: 1d4, 1d6, 1d8 


This is the Creation of a Spectral creature 
or weapon, the Animation of inanimate 
things, or the Reanimation of a deceased 
creature. 


Roll 1d4, 1d6 and 1d8 together. 


The 1d4 is how long the conjuration 
lasts. 


The 1d6 is its attack points. 


The 1d8 is how many Body points it has. 


Elemental: 1d4, 1d6, 1d8, 1d10, 
1d12. 


This is any Magically Enchanted weapon 
or Spell that has the intent to do direct 
damage. 
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MAAGICAL WEAPONS 


agical weapons function in the 
same manner as non magical 
ones, except you will add a 
secondary 1d4 roll for the enchantment 
value. 
2d4: Magic Wands or Daggers. 
1d6 + 1d4: Magic Staves or Staffs. 


1d8 + 1d4: Magic Short Swords, Maces, 
Flails, Hand Axes, Short Bows 


1d10 + 1d4: Magic Long Sword, Pole- 
arms, Cross bows, Long Bows. 


1di2 + 1d4: Magic Battle Axes, War 


Hammers, or any other extra large two 
handed weapons. 


MAGICAL SPELLS 
Alteration: 1d4 + Wisdom. 


CREATE LIGHT 


You use this spell to create a temporary 
light source for exploration or to partially 
blind light sensitive creatures. 


The 1d4 determines the area and time of 
illumination. 


As a weapon it determines the 
disadvantage and length of effect. 


CREATE DARKNESS 


You use this spell to create temporary 
darkness in or around a given area. 
The 1d4 determines the area and time. 
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CREATE FOG 


You use this spell to create an obstruction 
to vision. 


The 1d4 determines the area and time. 


PUSH 


This spell pushes the target away from the 
caster. 


The 1d4 determines the distance. 


PULL 


This spell is like the Push spell, only it 
pulls the target to the caster. 


The 1d4 determines the distance. 


LEVITATE 


This spell causes the target including 
one's self to levitate. 


The 1d4 determines the height. 


HEALING 


This spell is used on one's self, other 
players or NPCs. 


The 1d4 + Wisdom determines the 
amount of Body points restored. 
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Illusion: 1d6 + Wisdom 


FEAR 


This spell instills Fear in the target. 


As a weapon, it reduces the opponent’s 
defense by your “Wisdom” + 1d6. 


If successful, this Spell lasts for one round. 


Your opponent has a “Will Stat,” that your 
roll must meet or exceed to be successful. 


If your roll is double or greater than, 


double the “Will Stat” of the opponent, 
then they will Flee in Fear. 


CALM 


This spell instills Calm in the target. 


As a weapon, it reduces the opponent’s 
attack by 1d6. 


If successful, this Spell lasts for one round. 
Your opponent has a “Will Stat,” that your 
“Wisdom” + 1d6 roll must meet or exceed 
to be successful. 

If your roll is double or greater than 


double the “Will Stat” of the opponent, 
then they will go to Sleep. 


EMBOLDEN 


This spell gives the target a Boost to their 
“Will Stat” This can be used on one's self 
or other target. 
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Conjuration: 1d4, 1d6, 1d8 
SPECTRAL CREATURE 


This spell creates a Spectral Creature of 
the casters choice. 


To cast, roll 1d4, 1d6 and 1d8 at the same 
time. 


The 1d4 is how long the conjuration lasts. 
The 1d6 and 1d8 = the Body points it has. 


The higher of the 1d6 and 1d8 determines 
the attack die to be used for the creature. 


ANIMATE 


This spell is used to Animate inanimate 
objects as the caster desires. Use the same 
rolls as a Spectral creature if the 
animation is to be used as a weapon. 


ARISE 


This spell is used for the Reanimation of 
a deceased creature or NPC. It uses the 
same rolls as a Spectral creature, if the 
reanimation is to be used in Battle. 


If not used as a weapon, then the rolls will 
be determined as they relate to the use of 
the reanimated. 


Example One of Non Weapon use: 


You cast “Arise” to reanimate a deceased 
NPC to gather information. You Roll 
1d4=4, 1d6=3, and 1d8=4. 


The 1d4 is how long the reanimation lasts. 


The 1d6 is the willingness of the 
reanimated to assist the caster 


The 1d8 is the value of the information or 
knowledge it has. 
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Example Two of non weapon use: 


You cast “Arise” to reanimate a deceased 
person or animal to be used to assist in a 
given task. 


The 1d4 is how long the reanimation lasts. 


The 1d6 is the skill of the reanimated as it 
relates to task. 


The 1d8 is the value of the assistance for 
the given task. 


Elemental Spells: 
1d4, 1d6, 1d8, 1d12. 


estruction spells come from the 
D acquired knowledge of the Four 

elements Earth, Wind, Fire, Water 
and the combinations of them. 


They may be found and used in the form 
of a Scroll or other similar item, or 
gained from discoveries or interactions. 


When found as a Scroll, they are 
destroyed upon the first use, but the 
user gains the knowledge and after the 
next successful usage the skill and after 
that a bonus is gained as well. 


Single Element Spells 1d4 
CLOD 


This spell send a small chunk of Earth at 
the target. 


BREATH 


This spell produces a destabilizing blast 
of Air that knocks the target off balance. 
It can blow debris into the air making it 
hard to see. 
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FLAME 


This spell produces a Flame that can set 
fire to the target. 


STREAM 


This spell send a stream of Water at the 
target causing obstruction of vision and 
disabling anything bearing a flame. It can 
also knock the target off balance. 


ELEMENTAL CLOAK 


This spell produces an Elemental cloak 
that surrounds the target with 1d4 body 
protection for each part. 


Dual Element Spells 1d6 
Dual element spells require the user to 


have the knowledge of both Elements 
that are being combined. 


STONE - €ARTH AND WIND 


This spell produces a large Stone that is 
sent hurling at the target. 


EMBER, - cARTH AND FIRE 


This spell produces a red hot Coal that is 
sent hurling at the target. 


MAU CK -eartu AND WATER 


This spell produces a Mud that covers the 
target restricting movement and reducing 
the targets attack. 
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Tri Element Spells 1d8 BLAZE 
FIRE EXRTH WATER WIND 
BRIMSTONE 


EXRTH WIND FIRE This spell produces a roaring engulfing 
blazing wall around the caster, granting 


This spell produces a shower of hot coals protection by damaging any who dare to 


that is rains down upon the target. cross. 

MAUD STORM TORRENT 

EARTH WIND WATER WATER WIND AIR FIRE 

This spell produces a mud storm that This spell produces a flood that sweeps the 
rains down on the target. target away from the caster. 


§CALD €ARTH FIRE WATER 
This spell produces a red hot Liquid that fis \ A/ 
burns the target. ; * 

Quad Element Spells 1d12 


Quad elemental spells use all four 
elements with one being the dominate. 


This spell produces a flood of lava 
between the caster and opponent. 


STORM 
WIND FIRE WATER AIR 


This spell produces a violent storm that 
produces lightning. 
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TABLE OF CONTENTS 


Alchemy 


Derbalism 
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ou may learn to create useful 
Potions or Poisons, by mixing the 
correct ingredients together. 


There are Two ways to learn how to make 
Potions and Poisons. 


One: Recipe. 
You may find or purchase a Recipe. 
Two: Training. 


You may be trained by a Herbalist or 
Alchemist. 


REQUIREMENTS: 


You will need some or all of the following, 
depending on the potion or poison you are 
trying to create. 


Mortar and Pestle: Used for grinding 
ingredients into powder. May be found or 
purchased. 


Container: Flasks, Bottles or other 
containers. Used to store the mixture in. 
These may be found or purchased. 


Alembic: Used for the process of 
distillation, to obtain purified substances. 
This may be used at an Alchemist or 
Herbalists establishment. 


Ingredients: Used to create the potions 
or poisons. These may be purchased, found 
or be taken from Hostiles upon victory. 


Recipe: Used to create the potions or 
poisons. These may be purchased or found. 


Skill: Herbalism or Alchemy Skill. You 
will learn this skill from friendly NPC’s 
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FINDING WHAT YoU NEED. 1d8 


Each of the areas of the Map will have a 
Table that will listing of the Edible and 
Inedible plants that are available in that 
particular area. These plants can be used 
in potions may be Searched for. 


Foraging for Food is covered in the previous 
Survival section. 


To Search for Edible or Inedible 
Medicinal Plants, you will Roll 1d8 for 
Skilled or Unskilled, to see the outcome 
of your Search. Searching will take one 
turn or one hour of time. 


Unskilled: 

One-Two: Nothing 

Three-Four: Find Edible 1d4/2 Qty 
Five-Six: Find Inedible 1d4 Qty 


Seven-Eight: Find Edible 1d4 Qty 


Skilled: 

One-Two: Nothing 

Three-Four: — Find Edible 1d6 
Five-Six: Find Inedible 1d6 Qty 
Seven-Eight —_ Find Inedible 1d8 Qty 


Defeated Hostile NPC’s will often carry 
or contain parts that may be taken to be 
used in the creation of potions and 
poisons. 


Refer to the Bestiary for more details. 


You may also encounter friendly NPC’s 
that may reward you with various 
knowledge or materials that will be 
useful in creating potions and poisons. 


A quick reference table containing a list 
of usable items that may be taken from 
defeated Hostiles is found on the next 


page. 
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also be traded or sold to other NPC’s. Some items may also have other uses. 


T he items listed below may be used to make Potions and Poisons. They may 


This list contains the usable items that may be taken from defeated monsters. 


HOSTILE 


SAND WORM 


GIANT CRAB 
BAT & GIANT 


RAT 
SPIDER 
SNAKE 


TENTACLE 
WILD HOG 
BEAR 
IMP 
DEAMON 
ZOMBIE 
GHOST 
GOBLIN 
SKELETON 
OGRE 
TRUNK 


SAND DRAGON 


CILLESEIAN 


You may also choose to sell these items to friendly NPC’s or use them as trade items. 
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FOR POTIONS OR POISONS RELATED VALUE 


TEETH, HIDE, VENOM, BLOOD 


SHELL, BLOOD 


WINGS, GIANT BAT WINGS, 
BLOOD 


TAIL, BLOOD 
LEC, VENOM, BLOOD 
FANG, SKIN, VENOM, BLOOD 


SUCKER RING, BLOOD 
TUSK, HOOVES, BLOOD 
CLAWS, BLOOD 

€ARS, BLOOD 

€ARS, BLOOD 

HAIR 

ECTOPLASM 

TEETH, EARS, BLOOD 
FINGER BONES, SKULL 
TEETH, BLOOD 

BARK, LIMB, LOG 
TEETH, SCALES, BLOOD 
SCALES, FINS, BLOOD 


3 SILVER, S SILVER, 1 GOLD, 
IGOLD 


3 SILVER, 1 GOLD 
5 SILVER, 2 GOLD, 1 GOLD 


I SILVER, 1 SILVER 
I SILVER, 1 GOLD, 1 GOLD 


I SILVER, 1 SILVER, 1 GOLD, 
1 GOLD 


2 GOLD, 1 GOLD 

I SILVER, 1 GOLD, 1 SILVER 
I SILVER, 1 GOLD 

1 GOLD, 1 SILVER 

2 GOLD, 1 GOLD 

1 SILVER, BLOOD 2 GOLD 

5 GOLD 

I SILVER, 1 SILVER, 1 SILVER 
I SILVER, 1 GOLD 

I SILVER, 1 GOLD 

I SILVER, 1 SILVER, 1 GOLD 
2 GOLD, 1 GOLD, 3 GOLD 

2 GOLD, 1 GOLD, 3 GOLD 


UNCHAINED TTRPG BY R.A. RICE © 2023 


55 


THE MAIXING OF POTIONS 


concoctions one could make with the 

various ingredients collected in this 
adventure. We would need another entire 
book. 


I f we were to list all of the possible 


So here are a few useful ones explained. 
You are free to makeup your own 
concoctions as you see fit. 


ANTI VENOM: 


Anti venom is always made from the 
Blood of the thing that carries it, along 
with one other item collected from the 
creature and water. 


Anti Venoms are not interchangeable. In 
other words, Spider Anti Venom does not 
work for Snake poisoning and visa versa. 


Example: 


To make an Simple Spider Anti Venom: 


Grind 1 spider leg in a Mortar and 
Pestle. 


Mix with 1 oz Water and 1 oz Spider 
Venom. 


This will Cure the Poisoning, but will not 
provide any additional Body points. 


To provide a Cure with additional Body 
points. You will need to refine the 
concoction with an Alembic. 


Refined Potions provide 1d8 bp in 
addition to curing the poisoning. 
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HEALTH POTION: 


Health Potions are always made from the 
combination of Three edible plants from 
the same area. 


Example: 


You are in the Starting Beach area and you 
have the following collected. 


3 Rose-hips, 2 Marsh Samphire, 
4 Creeping Saltbush 


You would mix 1 portion from each of the 
three listed above, with a flask of water. 


This produces a Health Potion that grants 
1d6 bp. If you use the Alembic to refine it 
you will have a 1d8 bp potion. 


DISEASE CURE: 


Disease cure is always made from the Blood 
of the thing that carries it, along with one 
other item collected from the creature and 
water. 


Example: 


Grind one Rat Tail and mix with 1 oz water 
and 1 oz Rat Blood. 


This will Cure the Disease, but will not 
provide any additional Body points. 


To provide a Cure with additional Body 
points. You will need to refine the 
concoction with an Alembic. 


Refined Potions provide 1d8 bp in addition 
to curing the disease. 
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ENHANCEMENT POTION: 


Enhancement Potions are always made 
from the combination of the Blood ofa 
defeated Creature, one edible plant from 
the same area, with one exception. 
Creatures that do not have blood, such as 
Skeletons or Ghosts. 


The Enhancement potion grants one of the 
abilities of the Creature or the Creature’s 
stats as a boost for one round of battle or 
one action. 


Creature Ability Potion Example: 


You are in the Starting Beach area and you 
have the following collected. 


3 Rose-hips, 1 “non diseased” Crab Blood. 


You would mix 1 portion from the Rose- 
hips, 1 oz of Crab Blood with a flask of 
water. 


This produces a Potion that grants 1 hour 
Water Breathing. 


If you use the Alembic to refine it you will 
have a 2 hour potion. 


Creature Stat Enhancement. 
Example: 


You have the following on hand. 1 oz Bear 
Blood, 1 Bear claw, 1 honey comb. 


Mixing these with a flask of water will 
produce a Potion granting the Bears stats 
as a Bonus for one round of battle or one 
action. 


If you use the Alembic to refine it you will 
have a 2 round potion. 
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Using The Exception: 


You have defeated a Ghost and have 
taken its Ectoplasm and Dust. 


You would mix 1 portion ectoplasm, 1 
portion dust with a flask of water. 


This produces a Potion that grants 1 hour 
Invisibility. 


If you use the Alembic to refine it you will 
have a 2 hour potion. 


This may come in handy for Hiding, 
Sneaking past or doing a Sneak attack on 
a dangerous opponent. 


Be Creative and follow these guidelines to create 
any potions that seem logical. 


Example: 
You have broken your ankle in a fall. 


You have a half dozen Skeleton finger 
bones and its Skull. 


You use a Mortar and Pestle, to grind 
them into a powder and Mix with 1 oz 
Water to make a Potion to Heal Broken 
Bones. 


This Potion will mend a Bone break, but 
will not provide any additional Body 
points. 


To provide additional Body points. You 
will need to refine the concoction with an 
Alembic. 


The Refined Potion provides 1d8 bp in 
addition to repairing the broken bones. 
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THE NON PLAYING CHARACTERS 


adventure. The NPC’s Stats are found on the following tables that you may refer 


Y ou will encounter many Friendly and Neutral characters NPC’s during your 


to, if you wish to interact with them. Use 1d12 + Wisdom for Negotiation. 


Example: You may want or allow them to join your party, or decide to Negotiate with 
them for goods and services. They may also be or become Hostile. 


1. SCAVENGER 


BODY POINTS 


ARMOR 
ATTACK 

WISDOM 
WILL 


AWARENESS 


4. FISHERMAN 


BODY POINTS 


ARMOR €A. 
ATTACK 
WISDOM 
WILL 


AWARENESS 


2. TRAVLER 
| BODY POINTS 15.ea 
ARMOR €A. 2ea 
ATTACK 1d6 
WISDOM 
WILL 6 
AWARENESS y 
5. TRAPPER 
| BODY POINTS 15ea 
ARMOR €A. 4ea 
ATTACK 1d6 
WISDOM 
WILL 6 
AWARENESS 9 


Sex EGINGR: 
“BODY POINTS 
ARMOR €2. 
ATTACK 
WISDOM 

WILL 


AWARENESS 


6. HUNTER 


BODY POINTS 


ARMOR €A. 
ATTACK 
WISDOM 
WILL 


AWARENESS 


You may use the default stats as listed or roll the stats for an NPC if you so choose. 


NPC’s will wear and carry expected items. Example: A Hunter would have hide armor, a bow and 
arrows, hunting knife etc. Use your judgement on what an NPC would or should have. If in doubt you 


may choose to ask the Oracle. 


ABLE OF CONTENTS 
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Example: A Priestess would use the Healer. A Fletcher or Smith would use the 


H or encounters with NPC’s not listed, use the table that best represents the type of NPC. 
Craftsman. A Bounty Hunter would be an Enforcer. A Miner would be a Harvester. 


7. ALCHEMIST 8. HEALER MAAGIC 9. HERBALIST 
“BODY POINTS 15 ea BODY POINTS 15 ea BODY POINTS 15 ea | 
ARMOR €X. 2ea ARMOR €X. 2ea ARMOR EX. 2ea 
ROSEN 1d4 ATTACK 1d6/2 ATINCK 1d4 
WISDOM 8 WISDOM 9 WISDOM 8 
WILL 6 WILL 9 WILL 6 
AWARENESS is AWARENESS 7 AWARENESS 6 
lO. SELLER Il. CRAFTSMAN 12. ENFORCER 
BODY POINTS |isea| BODYPOINTS |isea | BODY POINTS| is ea 
ARMOR €X. 2ea ARMOR EA. 4ea ARMOR EX. 12 ea 
ATTACK 1d6 ATTACK 1d8 ATTACK 1d12 
WISDOM 6 WISDOM 7 WISDOM 8 
WILL 6 WILL 6 WILL 10 
AWARENESS 8 AWARENESS 6 AWARENESS 10 
13. FARMER 14. CAMBLER IS. HARVESTEER 
“BODY POINTS 15 ea BODY POINTS 15 ea BODY POINTS 15 ea | 
ARMOR EX. 2ea ARMOR €X. 2ea ARMOR EX. 6ea 
ATTACK 1d4 ATTACK 1d6 ATTACK 1d8 
WISDOM 5 WISDOM 6 WISDOM F 
WILL 6 WILL 6 WILL 7 
AWARENESS 6 AWARENESS 9 AWARENESS 7 
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MAAPS & DRAWINGS 


SOME MAPS AND DRAWINGS ARE INCLUDED, BUT FEEL FREE TO SKETCH, 
DRAW AND CREATE ALL YOU LIKE TO ENHANCE YOUR ADVENTURE. 
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THE MAAJOR POINTS OF INTEREST 


Ship Wreck Bay: 
The starting point of the adventure. 


Splitrock Point: Population under 10 
A tiny Trading post on the coast. 


The Monastery: 


Asmall community of Monks, known as the 
Brotherhood of the Forest. 


Fair Weather: Population under 100 
A small east coast fishing village. 


Tanglewood: Population about 400 
An east coast town of fine wood craftsmen 
surrounded by the Tangle-wood forest. 


Tidewater: Population around 700 
A large east coast fishing village and land shipping 
hub to the continent. 


Pirate Bay: Population 400 
A medium sized east coast sea port often used by 
pirates and blackmarket dealers for trade. 


Fork: Population 100 
A small village in the north, mostly used as a rest 
stop for those traveling. 


East Point: Population 2100 
This is the Capitol city of Rhagrhyfel. 


West Port: Population 700 
A large west coast mining city and port. 


Farmington: Population 500 


A medium sized west coast farming community. 


Harvest: Population 300 
A medium sized mid west farming community. 


Midwood: Population 500 
A large timber harvesting, milling village. 


River Bend: Population 700 
A large mining, timber harvesting and shipping 
city on the Long River. 
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Mage Tower: 
A small community of various Magic users who 
gather knowledge and provide instruction. 


South Marsh: Population 300 
Small southern coastal sea port. 


Three Trees Tavern: 
A mid point of rest and refreshment. 


The Crab Isles: Population unknown 
A Tropical island chain of Tribal villages. 


Temple of the Sun: 


A high plateau community of the Sun worship cult. 


Moon Eye Temple: 


The community of the Moon Eye cult. 


Ancient Ruins: 
The remnants of a lost civilization now inhabited 
by various creatures. 


Stillwater Lake: 
An enormous lake that provides fresh water for 
the entire continent. 


Long River: 
Fed by the great falls from the Stillwater lake the 
river provides power and transportation. 


Forests: 

Many different types of trees makeup the forested 
areas of Rhagrhyfel. Some are harvested and 
others are not. Many different creatures inhabit 
the variety of the wooded areas. 


Mines: 
The mines contain various types of ores, minerals 
and stone that are used, traded or sold. 


Caves: 

Various types of caves may be found. Some are 
used by creatures as dwellings, others are used by 
people for storage or shelter. 


Sea Caves: 
Sea caves pose a danger from rising tides as well as 
creatures that live within. 
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to who knows where. Now you are suddenly awakened by the sharp pinch of a 

tiny crab. You instinctively grab it and fling it away. You find yourself soaking 
wet, on the edge of a sand covered beach. You examine yourself and find that you are 
no longer bound. You have nothing, but your wet tattered clothing. You look around 
and see no one. No one shouting orders. No one to answer to. You quickly realize that 
from this moment forward, you are in full control of your own life. You are now free. 


T he last thing you remember was being onboard a great ship, being transported 


YOU ARE UNCHAINED! 


s you stand and begin to look around, you see a high cliff behind you. In front 

A of you see only the jagged mast of the ship wreck sticking up from the water a 
good distance from the shore. 

To the right, the high cliff juts out into the sea. To the left, the beach extends as far as 

you can see. You wonder if anyone else survived the wreck. You see a lot of debris that 

has washed up on the shore. The locals call this place Shipwreck Bay. 


want to do? Should I Stop, stand still and observe my surroundings? Will I make 
my first Journey roll, or take some other Action? From now on all the choices 
that you make are yours. 


S oO now your adventure of survival begins. It is time now to ask yourself, what do I 


A Quick Reference sheet has been included on the next page. 
You may want to print it out to make play quicker. You will still need to refer to 


various rules and tables to play, but this single page can be used to get some of the 
more common answers. 
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UNCHAINED QUICK REFERENCE SHEET 


On Your Turn: 
Journey: Move a mile or more in distance. Roll 2 dio set. Refer to Area Tables 
Stop: Stand still - Think - Examine Inventory Items - Observe - Listen - Smell - Review. 


Take Action: Search - Explore - Fish - Hunt - Gather - Repair - Fabricate. 


You may only Search once between Journey Rolls. 


Rest: Sit - Eat and Drink - Heal - Sleep. 


Journey Rolls: 2 d10 00 + 0 is 100 otherwise 00 is disregarded. 0 is read as 10 unless rolled with 


the 00. Read dice outcome and Refer to Area table or imagination what transpires. 


Battle: 


Options 1d12: Sneak > Hide > Awareness. Intimidate > Will. Negotiate > Wisdom. 
Surprise > Awareness. Move distance. Flee Odd Fail & Even success. Special 1d20 Challenge. 


Hostiles: will have indicated Body part points. Some will also have Armor points. 
They all will have Attack die and Difficulty values. 


Your Attack roll must not exceed the Hostiles Difficulty number. 


Attack Rolls: Roll Initiative 1d12. High goes first unless a surprise attack occurs. 
1d4: Unarmed punching, kicking, or throwing. Using tools or other objects. 


1d6: Daggers, Slings, Cudgels or any other small single handed or small projectile weapons, such as 
rocks or darts. Value 2 silver to 2 gold. 


1d8: Staves, large clubs, Spears, or any other med sized weapon. Value 4 to 5 gold. 


1d10: Short Swords, Maces, Flails, Hand Axes, Short Bows, or any other medium size weapon. 
Value 8 to 10 gold. 


1di2: Long Sword, Pole-arms, Cross bows, Long Bows. Value 10 to 15 gold. 
1d20: Battle Axes, War Hammers, or any other large two handed weapon. Value 25 to 30 gold. 


Weapon Poison: add 1d4 to your roll for Poison. If you have some. 


Armors: have Static Values. Each part has a value that takes damage before the body. 


The 1d6 Part Hit Roll is read as follows: 
One is a Miss. Two is a Graze that inflicts 1/2 damage. Three is a Hit to the Legs or Feet. 


Four is a Hit to the Arms or Hands. Five is a Hit to the Torso. Six is a Hit to the Head. 
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REFERENCE TABLES 


f" a, 
Ly |) 


6) n the next few pages you will find various reference tables, that you may use 


as needed. You are always free to use your imagination rather than refer to a 
table or use a blend of both. The first few tables are for getting to know the 
game. 


Your starting point for the game is a stretch of Beach the locals call Ship Wreck Bay. 
You will use the di00 Beach Journey table along with other tables containing the 
available wildlife and plants in the Beach area. 


While you will randomly find things with the Journey roll, there are also separate 
Find tables for Searching, as this is one of the Actions that you may take on your 
turn. These tables have their own separate rolls. You will roll the dice as stated for 
these tables. Use the 1d20 challenge roll or Oracle as needed to resolve Actions. 


Other tables within the game, will be similar, but will contain different outcomes 
based on the given Type Area that you are currently in. 


To get a feel for the game and the mechanics, it is suggested that you set a goal to 
reach Split Rock Point. It is located approximately 24 miles east of you. The current 
time is 7:00 AM. Basic travel is about 3 mph, so this will be at least 8 Journey rolls 
or 8 hours of travel to reach Split Rock Point, if not delayed. 


Note: The Oracle can also be used to communicate with Neutral and Friendly 
NPCs. They may or may not give you some free goods or information. 


As you travel you may want to make note of distances between key areas. 
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BEACH AREAS 


(Creature Name :* indicates to See Bestiary ) 


1.Two fisherman: ask you to join them to do 
some drag net fishing on their boat. They offer to 
share the catch. 


2. An old Sea Hag: wants you to catch her a fish. 


3. You find a Lobster Trap: Roll 1d4 1. Empty 
2. Damaged 3. A Lobster 4. 1d4 Lobsters. 


4. You Discover: an old abandon Fishing hut. 
5. The Sea Breeze is refreshing: +1 bp restored. 


6. A group of Sea Turtles: has hatched and is 
making a mad dash to the Sea. The Gulls are trying 
to eat them. Do you help them? If Yes you must 
Fight off the 1d8+1 Gulls 1d6/2 attack. and or scoop 
up the tiny Turtles and take them to the Sea. Gain 1 
Will. If No, then you let nature take its course and 
Journey on. 


7. A Monk: from the Brotherhood of the Forest is 
returning to the Monastery and asks if you mind 
some company as you travel? 


8. You trip: over the tip of a buried boat anchor 
and do 1d4-1 damage. 


g. You find a man: burred up to his neck in the 
sand. He calls out to you for help. “The tide is rising 
and I will drown! Please help me?” Who is it? Roll 
1di2 and refer to NPC table. 


10. A Giant Spider: * crawls up from a large hole 
in the sand. 


11. A Sea storm: is rolling in. Take cover or take 
1d4 damage. 


12. You find: an a homemade Raft and oar. 
13. You are bitten: by a Sand Flea. -1bp. 


14. You find a Case of Rum: 1d4 = Quantity of 
bottles in the case. 


15. Slimy Muck: covers the beach. 1 hr delay to go 
around it, or risk walking thru, 1d20 challenge. Roll 
greater than 9 for success. 1d4 damage on fail. 


16. Scavenger: * has found more than he can 
carry and offers you 1d6 Kelp. 


17. You discover a Tide Pool: 1d4 = 1. Kelp - d4, 
2. Clams - 1d6, 3. Fish -1d4, 4. Shrimp - 1d4 
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18. A Pelican: swoops down in your face and 
startles you. You step back losing your balance and 
fall taking 1d4 bp. 


19. A Tentacle:* lashes out of the water knocking 
you off your feet. 


20. You see an Eel: floundering on the shore. 
You reach down to grab it, and find out the hard 
way that it’s an electric eel. You take 1d4 bp shock. 


21. You find: a sack of 1d6 Coconuts 


22. A Macaw: is perched on the back of a dead 
Pirate. You are not sure if it guarding the body? 


23. A Giant Crab: * Rushes out of the Sea with 
claws open to attack you. 


24. A Free-diver: offers to teach you the skill. 


25. You discover a group Clam digging: 
They ask you to join in and share the harvest. 
If you help, you get 1d12 clams. 


26. You find a bottle: You can see something is 
in it. You open it and pull it out. 1d4: 1. It's a note in 
an unknown language. 2. It is a scroll full of odd 
unknown Symbols. 3. It is a final note from a sailor 
lost at sea. 4. It is a note from someone hiding from 
the wild men on the Crab Islands. 


27. You are attacked by Bugs: * 


28. A huge pile of Sea-foam: blocks the path. 
Wait 1hr to see if it clears, or 1d20 challenge to go 
thru. Roll greater than 8 for success. On fail you get 
lost in the foam and take a fall. - 1d4 bp. 


29. The Wind: picks up the sand making it hard to 
travel. 1 hr delay. 


30. A fishing net: has washed up on the beach. 
Roll 1d4 for size 1. Small fine mesh, 2. Medium, 
3. Large, 4. Extra large drag net. 


31. Two Women: Are trying to push a beached 
boat into the water. Help? 


32. An Explorer: Offers to journey with you. 


33. 2 Rats: * float in on a piece of wreckage and 
immediately attack you. 


34. A pleasant and fragrant breeze: blows in 
and feels wonderfully refreshing. Gain 1 bp. 
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35. A Traveling Taylor: Offer to mend any 
damaged clothing for 2c. 


36. Something: in your footwear jabs you. -ibp. 


37. A Fish Monger: Offers to clean or buy any 
fish you have. 


38. You Discover an abandoned fishing 
camp: You find 1d4 1. Nothing of value, 2. Usable 
bait, 3. 20’ of line, 4. 1d6 fish hooks. 


39. A foul stench of rotting fish: fills the air 
making you feel ill. -1bp. 


40. A Monkey: is on some floating wreckage 
very near the shore. Help it reach the shore? 


41. A Shark: has beached itself. Kill it or help? 


42. A Goblin: * has just made shore on a crude 
raft. He has already spotted you. 


43. A disoriented person: has just washed up 
on the beach. Help them or pass by? 


44. It seems extra hot: Take a drink or -1bp. 


45. You see a pile of sticks in the road: 
As you approach you realize that it is a Bundle. * 


46. A wooden crate: has washed ashore with 
1d4 live animals inside. 1. Three Chickens, 
2. Asmall Pig, 3. A young Goat, 4. A Dog. 


47. A Monk: is looking for kelp. Do you have any 
to spare? 


48. A Heavy fog: rolls in making it very hard to 
find your way. - thr delay. 


49. You find a large sack: It seems to be 
moving. Roll 1d4 to see what is in it. 1. an Imp, 2. 
Rat 3. Snake 4. A Boy. 


50. You have found: a small Locked Chest. 

Do you have a lock pick? Try to pick the lock? No 
pick, Try to break it open? If successful, you find 
1d4 gold, 1d6 Silver, 1d20 Copper. 


51. A Traveling Peddler: Asks if you wish trade. 


52. A Scavenger collecting starfish asks if you 
would like one? 


53. You find a large water soaked sailcloth: 


Roll on the area find table to see what may be 
underneath it. 
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54. You see an odd piece of wood: sticking out 
of a drift pile. You remove it and find it is a 1d4 

1. broken oar, 2. Harpoon, 3. Staff, 4. Engraved 
Staff, possibly Magical. 

55. A huge Sea Turtle: stuck on its back. 

56. You discover a camp site: Search it? 


57. You face a Tentacle : * 


58. An old Crone: Gives you the evil eye. 
You give her one right back. Gain 1 Will. 


59. You see a strange creature: setting on a 
rock out in the sea. It plays a flute made from a sea 
shell. You are mesmerized by the sound. thr delay. 


60. A small keg has washed ashore: 1d4 to see 
what is in it. 1. Empty, 2. Water, 3. Wine, 4. Rum. 


61. A Drunken Fisherman: Wants to know if 
you have any Rum? 


62. You face a Pirate: * 


63. You stumble upon: the partial remains of a 
young Gilleseian:* 


64. A Kelp collector: offers you 1d6 pieces. 


65. An elder Trap Fisherman: asks you to help 
mend traps. He offers training in trap making. 


66. The sky clouds up: It feels a bit cooler. 

67. You step on a piece of drift: and the buried 
part flys up hitting you in the chest and flinging 
sand in your eyes. - 1d6 bp. Poor vision 1d4 -1. 


68. A Healer: offers to heal any ailments for 1c. 


69. An escaped Prisoner: Asks you to pick the 
locks on his cuffs. 


70. A Bounty Hunter: Inquires if you have seen 
any escaped prisoners. 


71. A Giant Crab: * lifts up from the sand right in 
front of you. 


72. You find two Bodies: Roll on the Beach Body 
table to see whom they are. 


73. You are attacked by a Scavenger: 


74. You find a Crate at the waters edge: You 
open it and find a mortar and pestle. 
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75. You wade thru a shallow tide pool: 
shortly thereafter you discover Leeches on your 
legs. -hr delay to check and remove them. 


76. A Traveler: Offers to join you. Yes or no? 
77. You find an old abandon hut: There is an 


abundance of forgotten plants growing ina 
forgotten garden. Roll on the Beach Plant table. 


78. You get tangled: in fishing line and fall. -1bp. 


79. It begins to Rain: 1d4 1. Storm, 2. Heavy 
downpour, 3. Light Sprinkle, 4. Mist. 


80. You discover a broken cart: Most 
everything has been taken, but there is an item left 
behind. Roll on the Beach or General Area Find 
Table. 

81. A Snake: * slithers out of a hole in the bank. 


82. A Herbalist: Asks for help gathering beach 
plants. They will train you in identification. 


83. You face a Giant Leech: * 


84. You discover a Tide Pool: 1d4 = 1. Kelp - 
d4, 2. Clams - 1d6, 3. Fish -1d4, 4. Shrimp - 1d4 


85. A Monk: Offers Healing, Prayers and 
Blessings. Would like to join you? 


86. A Beggar: asks for anything you can spare. 


87. Some small Crabs: are on the waters edge, 
feasting on a large dead fish. Gather 1d6 of them. 


88. You see a small boat anchored off shore: 


You swim out to see what’s in it. Roll 1d4 to see. 

1. It is a trap a Ghoul is in the boat. 2. It is empty. 
3. A Body of a Roll on Beach body table. 4. A large 
Sack with 1d6 fresh Lobsters in it. 


89. You face a Pirate: * 


90. A Lucky Fisherman: has more than he 


wants to carry and offers you 1d4+1 medium fish. 


91. You meet a stray Dog: 10bp, DEF 2, DIF 12, 
1d4+1 ATK, WIS 5, Will 7, Aw 6. Wants an owner. 


92. A Storm: has washed up large hunks of coral 
and parts of a shipwreck covered in barnacles. 
Try to navigate thru the debris 1d20 challenge to 
roll greater than 10, or take a ihr delay to walk 
around it. 
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93. You find yourself face to face with a adult male 
Gilleseian * 


94. A Traveling Merchant: whats to know if you 
would like to buy, sell or trade anything? 


95. You Discover a fishing camp and alsoa 
Fisherman: 1d4 = 1. Dead, 2. Dying, 3. Critical 
Injury, 4. Minor Injury. What do you do? 


96. You find a small barrel of: 1d6: 1. Wine, 
2. Fish, 3. Papaya, 4. Coconuts, 5. Guava, 6. Rum 


97. The Sea breeze is: 1d4 1. Swirling, making it 
difficult to travel -1hr delay. 2. Steady against you, 
30 min delay. 3. Gentle and enjoyable 4. Cool and 
pleasantly refreshing +1bp 


98. You are attacked by Seagulls: They do 1bp 
damage per roll, until you roll a 5 or 6 on a 1d6. 
You may try to flee. 


99. A Seer: Says for a Copper, I will tell you your 
future. If you do not pay, she shakes her head and 
walks on. If you pay, she has you roll some bones. 


You roll 1d4 1. Danger is near, 2. A little trouble 
ahead, 3. Unclear, 4. Good fortune is coming. 


100. You discover a badly damaged ship: 
stranded on the reef. You will have to swim out to 
reach it. 


If you want to try, then roll a 1d20 challenge 
greater than 6 to reach it. 


If you fail: you almost drown, but make it back to 
the beach. -3bp. 


If successful: you reach the ship and find a chest 
with the following inside. 1d4 gold, 1d6 silver, 1d12 
copper. A satchel with a poison cure, disease cure, 

and a health potion. A Spy glass. 
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BEACH FIND TABLE 
2 3 


TORN SAIL CLOTH § 


WOOD CRATE END 


FISHING POLE 


I WERDEN OK IDA SIZES MLXL W ROPE HANDLE WITH LIN€ MND HOOK 
LASHING ROPE WOVEN BASKET CASTING NET 
2 1D12 LENGTH 1D4 SIZES MALSL WOODEN BUCKET 1D4 SIZESMLXL 
BOTTLE OF RUM 
3 ime DRAWES COMMON KNIFE TORCH 1D4 HRS EMPTY JUG 
4 | BODY * ROLL 1D4 ON 20° rene FISHING WATER SKIN APPLE BARREL WITH 
BODY TABLE Seen cae 1D12 DRINKS 1DI2 APPLES 
BEXCH BODY TABLE 
1D4 BODY OF 1 2 4 
1 PRISONER | RAGGED SHIRT RAGGED PANTS ROPE BELT FOOTWRAPS 
2 *ANIMAL RAT CHICKEN GOAT 
3 SAILOR SHIRT PANTS LEATHER BELT HIGH BOOTS 
4 EXPLORER FLASK LEATHER VEST MAONEY POUCH DAGGER 
UNSKILLED: SKILLED: 
1-2: NOTHING 1-2: POOR FIND 1D4-2 QTY 
3-4: NAISIDENTIFY ID4 - SICKNESS 3-4 NAEAGRE FIND _ID4-1 QTY 
5-6: POOR FIND 1D4 -2 QTY 5-6: DECENT FIND 1D4+2 QTY 
7-8: NMAEAGRE FIND ID4-1 QTY 7-8: GREAT FIND 1D4+4 QTy 


Roll 1d8 for what type of Beach Plant you have found. Misidentify is from Non-Edible column. 


EDIBLE PLANTS 


ROSEHIPS 


MARSH SAMPHIRE 


CREEPING SALTBUSH 


SEA PEAS 


SEA PARSLEY 


KELP 


SEX PLANTAIN 


SEA SAN DWORT 
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BEACH AVAILABLE PLANTS 


FOOD GAIN NON-€DIBLE . FOR POTIONS VALUE 
6 = MEAL 2 BP CRAB’S EVE PEA 3C 
6= MEAL 2 BP CASTOR BEAN 4c 
6= MEAL 2 BP OLEANDER 3C 
6= MEAL 2 BP GLORIOSA LILY 3C 
6= MEAL 2 VIP KING SAGO 3C 
6= MEAL 2 BP WATER HEMLOCK 1§ 
6= MEAL 2 BP QUEEN ANNE'S LACE 4c 
MEAL 2 BP MAANCHINEEL 4c 


UNCHAINED TTRPG BY R.A. RICE © 2023 


69 


BEACH NON COMBATANT CREATURES 


TYPE OF 


CREATURE *IN TYPE OF MAETHOD USED AS FOOD GAIN 
LIMPET 1 HAND GATHER - KNIFE 6 = MEAL 2 BP 
CLAM 1 HAND DIG GATHER 6 = MEAL 3 BP 
MAUSSEL 1 HAND GATHER - KNIFE 6 = MEAL 3 BP 
OYSTER 1 HAND GATHER - KNIFE 6 = MEAL 4 BP 
LOBSTER 1 BULLY NET / WATER TRAP / HAND 1= MEAL 4 BP 
FISH TINY 1 FINE CASTING NET / WATER TRAP BAIT FISH 1 BP DZ 
FISH SM 1 CASTING NET / WATER TRAP 3 = MEAL 1 BP 
FISH MD *3 POLE / CASTING NET / HAND/ *WEAPON 2= MEAL 4 BP 
FISH LG 42: LARGE NET / HEAVY POLE / *WEAPON 1= MEAL 4 BP 
SHRIMP 1 FINE CASTING NET / WATER TRAP 6 = MEAL 3 BP 


CRAB 1 DRAG NET / WATER TRAP / HAND 1= MEAL 2 BP 


he Beach Area non combatant creatures are normally fish or 
other sea creatures that are caught with nets, poles, traps or by 
hand. 


Using a Spear, Bow or other Weapons is considered Hunting. Using 
your weapon dice, you must roll greater than the *T'N to Hunt. 


Like all actions, the knowledge comes first, then the skill, then the 
daily bonus point. Remember you only gain on first experience. 


After a successful catch, you may take the meat, shell, or other items 
as you wish. Meat may be used as food or bait. 


The other items may be used in crafting tools, weapons, and potions. 
They may also be given, traded or sold as you see fit. 
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TRAVEL AT SEA 


four seas, simply as the North, 


T he people of Rhagrhyfel refer to the 
South, East and West Sea. 


There are many routs that ships will take 
around the country of Rhagrhyfel and 
there are many ports to dock at. 


The tropical Crab Isles are not far from the 
mainlands, but these isles are considered 
to be dangerous. 


To take to the Sea you will need to rent a 
boat or book passage on a sailing ship. 


ou will measure the distance from 

your point of boarding to the 
desired destination. 

Journey rolls will be made in the same 

manner as on land, one per hour in order 


to reach the desired destination. 


Roll 1d6 +5 for the Crew size. 


SAILOR: 

BODY POINTS 10 ea. 
ARMOR €A. 1ea. 
ATTACK 1d8 


WISDOM 6 
WILL 7 
AWARENESS 10 


he Ships Crew will always do battle 
when attacked. You may join in or 
not. You may try to negotiate. 


You have paid for safe passage. 


You will decide. 
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Roll 1d6 for the number of the NPC 
Passengers aboard. 


Roll idio for a Stowaway. 


1. EXPLORER: 

2. TRAVLER: 

3. MERCHANT: 
4. CRAFTSMEN: 
S. GAMBLER: 
6. HUNTER: 

7. MAONK: 

8. ALCHEMIST: 


D-H ERBALIST: 


10. GUARD & PRISONER: 


Refer to NPC Section for Stat details. 
n the next page you will find a short 
list of random “at Sea” events that 
you can use as you travel by sea. 
Roll 1d20 for Sea Travel Events. 
Some numbers have * this indicates an 


alternate is available if you have already 
rolled this. 
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1. You are boarded by: 1d6 Pirates. What do 
you choose to do? 


2. Smooth Sailing: Subtract 1 hour from trip 
and enjoy the journey. 


3. * The Weather: suddenly changes and a 
Heavy Storm blows in, causing a 1d4 hour delay. 
You are thrown overboard. Roll 1d4 : The crew 
throws you a line and pulls you aboard: 1. You 
are exhausted -1bp, soaking wet -1 to each armor 
slot, and have lost an item from your inventory. 
2. You are tired, wet and have lost your footwear 
in the sea. 3. You are tired, wet and have lost an 
item from your inventory. 4. You are tired and 
wet but unharmed. 


4. One of the passengers: goes mad, they start 
screaming unintelligible words and attack anyone 
who comes near them. What do you do? 

5. You rescue a Merchant: from a small boat. 
The Merchant is so overjoyed he gives each one of 
you 1d6 gold coins for saving him. 


6. Your way is blocked: by a 1d4: 1.Whale 
carcass swarming with a black cloud of flys. 

2. massive amount of seaweed. 3. A vast area of 
debris. 4. A burning ship. The Captain asks for 
your decision it will be a 1d4 for delay to navigate 
around or take 1d20 challenge greater than 15 to 
pass thru the area. If you pass thru safely, you 
will gain 1 Will permanent. If you fail you all will 
take 1d12 damage. 


7. * You are boarded: by 1d4 Gilleseian. They 
claim you have one of their kind held prisoner. 
Release them and they will all return to the sea. 
If not they will fight to free them. 


8. You spot a floating Crate: You pull it 
aboard: Inside you find 1d4: 1. 1d20 Coconuts, 2. 
1d20 Bananas, 3. 1d20 Papayas, 4. 1d20 Bottles 
of Rum. 


g. A Trade ship comes alongside: They call 
out to see if you have anything you wish to trade. 


10. You spot a lifeboat: As you get close you 
can see that those in it are: 1. Skeletons 2. Dead 
and bloated, 3. Weak but alive, 4. Grateful to be 
found. 


11. * You are caught in a Whirlpool: 1d4 
hours delay to manage an escape. 


12. The winds and skies are in your favor: 
Subtract 1d4 hours from journey. 
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13. You see a raft with a large Crate bound to 
it: You pull it to the ship and investigate: Inside 
you find 1d4: 1. A Demon, 2. An Imp, 3. A Monk, 4. 
An Explorer. 


14. * 1d4 Giant Crabs: attack the Ship. 


15. The crew decides to fish: They drop a net 
over and haul in: 1d6 : 1. A Sea Dragon, 2. A Ghoul, 
3. 1d12+2 Medium fish, 4. 1d20+2 Large fish. 


16. Your way is blocked: by a massive amount of 
seaweed. 1 hr delay or plow thru. 


17. * A Ghost: floats out from the fog and onto the 
ship. 


18. An NPC: Who has booked passage on this ship 
asks to join you in your adventure. 19. A passing 
Ship: Is coming toward you, it will soon pass 
alongside. The crew yells “Flying trade!” 

“You ask what is that?” They explain you throw an 
item to the other ship and they trow something 
back in return. What do you throw? 


If you throw, you receive 1d4: 1. An Orange, 
2. A Coconut, 3. A Sack of 1d6 Apples, 4. A Coin. 
Roll 1d4: 1. Iron, 2. Copper, 3. Silver, 4. Gold. 


20. * A Ghost Ship comes along side: The 
Captain yells “It’s Captain Litch! Prepare for 
battle.” You are immediately boarded by 1d6 Pirate 
Skeletons and Captain Litch. 


* Alternate outcomes. 


3. * The Sea: suddenly takes a turn for the worst 
and the waves quickly become massive. You are 
caught off guard and tossed about within the ship. 
You injure your: 1d6 1. Head, 2. Right Leg, 3. Left 
Leg, 4. Right Arm, 5. Left Arm, 6. Torso. 

Causing 1d6 damage. 


7. * You are attacked: by 1d4 Tentacles. 


11. * The wind has suddenly stopped: You 
have a 1d4 hours delay to manage an escape. 


14. * You pass thru some debris: 1d12 Rats 
board the ship. 


17. * A Lost Spirit: floats up from the deep and 
onto the ship. 


20. * A Strange looking Ship comes along 
side: The Captain yells “Prepare yourselves.” You 
are immediately boarded by 1d6 Hog-heads and a 
Sorcerer. 
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1. A couple of Explorers: ask you to join them to 
do some exploring in this area. 


2. An old dog: wants a scrap of food. 


3. You find a small animal Trap: Roll 1d4 
1. Empty, 2. Damaged, 3. Rabbit 4. Squirrel . 


4. You Discover an old abandon shack. 

5. The Breeze is refreshing: +1 bp restored. 

6. A group of Ravens: are attacking a tiny faun. 
Do you help? If Yes you must Fight off the 1d8+1 
Ravens. They have 5 bp ea. and do 1d6/2 on their 
attack. If yes, you will Gain 1 Will. If No, then you 
let nature take its course and Journey on. 


7. A Monk: from the Brotherhood of the Forest 
asks if you mind some company as you travel? 


8. You trip: over a tree root and do 1d4-1 damage. 


9. You find a man: tied to a tree. He calls out to 
you for help. “Please help me?” What do you do? 


10. A Giant Spider: * crawls up from a hole by 
the roadside. 


11. A Storm: is rolling in. Find shelter or 1d4 dmg. 
12. You find a long wooden Walking Stick. 

13. You are bitten: by a Mosquito. -1bp. 

14. You find a Case of Rum: That has fell from a 
wagon. Roll 1di2 = Quantity of bottles intact. The 
rest are broken. 

15. Slimy Mud: covers the path. 1 hr delay to go 
around it, or risk walking thru, 1d20 challenge. Roll 


greater than 9 for success. 1d4 damage on fail. 


16. Scavenger: has found more than he can carry 
and offers you 1d6 edible mushrooms. 


17. You discover a fresh water Pond: 1d4 = 
1. 1d4 Cattails, 2. A Turtle, 3. 1d4 Frogs, 4. 1d6 
Crawfish. 


18. A Owl: swoops down in your face and startles 


you. You step back losing your balance and fall 
taking 1d4 bp. 
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COASTAL AREAS 


19. A Snake:* Lays in waiting. 


20. You see a mouse: running in a circle. You 
reach down to grab it, and it bites you. -1 bp. 


21. You find a sack of Corn: 1d8 qty. 


22. A Crow: is perched on the back of a dead man. 
You are not sure if it is a pet or scavenger? 


23. 2 Rats: * Rush quickly toward you.. 


24. A Herbalist: offers to teach you the skill. If 
you will assist her with gathering them. 


25. You discover a group root digging: 
They ask you to join in and share the harvest. 


26. You find a vial: Filled with a strange 
unidentifiable substance. 


27. You are attacked by Bugs: * 


28. A huge pile of stinking dung: blocks the 
path. Flys are swarming around it. Use 1/2 hr to 
avoid it, or 1d20 challenge to go thru. Roll greater 
than 8 for success. On fail you get slip and take a 
fall in it. - 1d4 bp. If successful you Gain 1 Will. 


29. A strong wind: picks up the dust making it 
hard to travel. 1 hr delay. 


30. A dead fall trap: is tripped next to the road: 
It appears to be abandon. 


31. Two Women: Are trying to push a wooden 
cart. Help them? 


32. An Explorer: wants to journey with you for 
1d12 miles. ‘Safety in numbers.” She says. 


33. Amad Hunter: steps out of the brush. He 
looks diseased. What do you do? 


34. A pleasant and fragrant breeze: feels 
amazingly refreshing. Gain 1 bp permanent. 


35. A Traveling Taylor: Offers to mend any 
damaged clothing for 2c. 


36. A Gull drops something: on your head. 
-ibp. You look down to see what it was and find 
that it was 1. A copper coin 2. A silver coin 3. A gold 
coin 4. A gold ring. 
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37. A Traveler: Offers to buy any food you have. 
38. You Discover an abandoned camp: You 
find 1d4 1. Nothing of value, 2. 1d6 Usable bait, 

3. 20’ of rope, 4. 1d6 Arrows. 


39. A foul stench of rotting flesh: fills the air 
making you feel ill. -1bp. 


40. A Dog: is lost and wants to join you. It has 
10bp and 1d6 attack? 


41. A box turtle: is stuck on its back. Help? 


42. 2 Goblins: * are just ahead. They haven’t 
spotted you yet. 


43. A disoriented person: has just stumbled 
onto the road. Help them or pass by? 


44. It seems extra hot: Take a drink or -1bp. 

45. You see a damaged coffin: on the side of 
the road. As you approach a Skelton * with a bow 
weapon emerges from it. 

46. A wooden crate: has been left behind. with 
1d4 live animals inside. 1. Three Chickens, 

2.2 small Piglets, 3. A Goat, 4. A Hog. 

47. A Herbalist: is looking for plants. 

48. You find a Torch: with 1d4 hours left. 


49. A Heavy fog: fills the air making it hard to 
see. - thr delay. 


50. A Ghoul: * steps out of a rotted hollow tree. 


51. You have found a Locked Chest: 


52. You fail to notice: a large hole in the path 
and step right in it - dq bp. 


53. A Traveling Peddler: Asks if you wish trade. 


54. You see an odd piece of wood: sticking out 
of a brush pile. You remove it and find it is a 1d4 

1. Shovel, 2. Woodsman’s Axe 3. Oak Walking 
Staff, 4. Engraved Bow, possibly Magical. 


55. A huge Wolf *caught in a trap: Free it and 
see if it flees or fights. Even it flees - odd it fights. 


56. You discover a camp site: Search it? 


57. You face a Tangle Vine : * 


TABLE OF CONTENTS 


58. An old Crone: Gives you the evil eye. 
You give her one right back. Gain 1 Will. 


59. You see a strange creature: setting on a 
tree limb. It sings so sweetly that you set and listen, 
to the calming sound. thr delay. 

60. A small keg has fallen off a wagon: 1d4 to 
see what is in it. 1. Empty, 2. Water, 3. Wine, 4. 
Rum. 


61. A Drunken man: approaches and asks if you 
have any thing to drink? 


62. You come face to face with a Smuggler: * 


63. You stumble upon: the partial remains of a 
enormous Bear: * 


64. A bone collector: offers you 1d6 pieces. 


65. An elder Trapper: asks you to help set traps. 
He offers training in trap setting. 


66. The sky clouds up: It feels a bit cooler. 


67. You step on a branch: and it flys up hitting 
you in the back of the head. - 1d4bp. 


68. A Bounty Hunter: Inquires if you have seen 
any escaped prisoners. 


69. An escaped Prisoner: Asks you to cut loose 
his bindings. 


70. A Healer: offers to Heal any ailments for 1c. 


71. A Giant Spider: * drops from the trees right in 
front of you. 


72. You find two Bodies: Roll on the Coastal 
Body table to see whom they are. 


73. You are attacked by a mad Scavenger: 


74. You find a Crate at the road side: You 
open it and find a 1d4 empty potion bottles.. 


75. You wade thru a shallow muddy pool: 
shortly thereafter you discover the mud is 
deteriorating your footwear. You must stop and 
clean them quickly. 


76. A Traveler: Offers to join you. Yes or no? 


77. You find a bag of plants: Roll on the Coastal 
Plant table. 
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78. You get tangled: in the remains of a dead 
Tangle vine and fall. -1bp. 


79. It begins to Rain: 1d4 1. Storm, 2. Heavy 
downpour, 3. Light Sprinkle, 4. Mist. 


80. You discover a broken down cart: Most 
everything has been taken, but there is an item left 
behind. Roll on the General Area Find Table. 


81. A Snake: * slithers out of a hole in the bank. 


82. A Herbalist: Asks for help gathering local 
plants. They will train you in identification. 


83. You face a Giant Toad: * 
84. You discover a frog pond: 1d6 Frogs. 


85. A Druid: Offers Healing, and Blessings, and 
would also like to join you? 


86. A Beggar: asks for anything you can spare. 


87. Some Crows are on the edge of the road, 
feasting on a deer carcass. Let them eat or shew 
them away and see if there is anything salvageable. 


88. You see a small boy: running from a nearby 
wooded area. You look to see what has frightened 
him. You face a Ghost * 


89. You find a pouch: Roll 1d4 to see what it 
contains. 1. Rocks, 2. Copper, 3. Silver, 4. Gold. 
Roll 1d6 for how many. 


90. A Lucky Hunter: has more than he wants to 
carry home and offers you a Rabbit. 


91. You meet a stray Dog: 10bp, DEF 2, DIF 12, 
1d4+1 ATK, WIS 5, Will 7, Aw 6. Wants an owner. 


92. A Storm: has deposited a massive amount of 
debris and totally ripped up the path you are on. 
Try to navigate thru the debris 1d20 challenge to 
roll greater than 10, or take a ihr delay to walk 
around it. If successful gain 1 Will. If you fail, you 
fall and sustain a 1d6 injury. 


93. You face a Wild Hog: * 


94. A Traveling Merchant: whats to know if you 


would like to_buy, sell or trade anything? 
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95. You Discover a Hunting camp and also a 
Huunter: 1d4 = 1. Dead, 2. Dying, 3. Critical 
Injury, 4. Minor Injury. What do you do? 


96. You find a small barrel of: 1d6 1. Apples, 
2. Pears, 3. Blackberries, 4. Elderberries. 


97. The breeze is: 1d4 1. Swirling, making it 
difficult to travel -1hr delay. 2. Steady against you, 
30 min delay. 3. Gentle and enjoyable 4. Cool and 
pleasantly refreshing +1bp 


98. You are attacked by Crows: They do ibp 
damage per roll, until you roll a 5 or 6 on a 1d6. 


99. A traveling Seer: Says for a Copper, I will tell 
you your future. If you do not pay, she laughs 
hysterically and walks on. If you pay, she has you 
roll some bones. 


You roll 1d4 1. Danger is near, 2. A little trouble 
ahead, 3. Unclear, 4. Good fortune is coming. 


100. You discover a well worn trail: You 
follow it and it leads you to a massive tree. 
As you look up to see how tall it is, you see a 
Treehouse perched high in its large branches. 


There isn’t a rope or ladder, but there are some 
large vines hanging down. 


If you want to try, to climb them to reach the 
treehouse, then roll a 1d20 challenge greater than 
8 to reach it. 


If you fail: you will fall, and take 1d6 damage. 


If successful: you reach the Treehouse and find 
the following inside. A bag with 1d4 gold, 1d6 
silver, 1d12 copper. A large leather satchel with a 
poison cure, disease cure, health potion and some 
books on Herbal remedies . 
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COASTAL FIND TABLE 


ID4 1 2 3 4 
1 BODY * ROLL 1ID4 ON A POUCH OF 1D12 A POUCH OF IDI2 A POUCH OF 1D12 
BODY TABLE SEEDS DRIED MEAT DRIED FRUIT 
A POUCH OF ID1I2 
2 BURLAP SACK A SAPLING DRIED BEANS WHETSTONE 
3 LEATHER STRIPS WOODEN FLUTE BAG OF 1D4 APPLES BUNDLE OF STICKS 
SACK OF 1D6 
4 BIRD SNARE HEALING POTION POTATOES A LANTERN 


COASTAL BODY TABLE 


1D4 BODY OF 1 2 3 4 
| BEGGAR sarees RAGGED PANTS ROPE BELT FOOTWRAPS 
2 XANIMAL COW CHICKEN PIG GOAT 
3 TRAVELER SHIRT PANTS LEATHER BELT HIGH BOOTS 
4 MAERCHANT FLASK LEATHER VEST MAONEY POUCH DAGGER 

UNSKILLED: SKILLED: 

1-2: NOTHING 1-2: POOR FIND 1D4-2 QTY 

3-4: NMAISIDENTIFY 1D4 - SICKNESS 3-4 NAEAGRE FIND 1D4-1 QTy 

5-6: POOR FIND 1D4 -2 QTY 5-6: DECENT FIND 1D4+2 QTy 

7-8: NAEAGRE FIND 1D4 -1 QTY 7-8: GREAT FIND 1D4+4 QTY 


Roll 1d8 for what type of Plant you have found. Misidentify is from Non-Edible column. 


COASTAL AVAILABLE PLANTS 


EDIBLE PLANTS FOOD GAIN NON-€DIBLE . FOR POTIONS VALUE 
BLACKBERRIES DZ =MEAL 2 ely STINGING NETTLE SHE 
MAORELS 6= MEAL 2 BP CASTOR BEAN AC 
FIDDLEHEAD FERN 6= MEAL 2 BP TOAD STOOL 3C 
ASPARAGUS 6= MEAL 2 BP HOGWEED 3C 
WOOD SORREL 6= MEAL 2 BP COW PARSNIP 3C 
ELDERBERRIES 6= MEAL 2 BP HEMLOCK 1§ 
BROADLEAF PLANTAIN | 6 = MEAL 2 oly QUEEN ANNE'S LACE AC 


DANDELIONS 6= MEAL 2 BP POISON IVY AC 
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COASTAL NON COMBATANT CREATURES 


TYPE OF 
CREATURE 


RABBIT 
SQUIRREL 
GAME HEN 
DEER 
FROG 
FISH TINY 
FISH SM 
FISH MD 
FISH LG 
CRAYFISH 
TURTLE 
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“NI 


TYPE OF MAETHOD USED 


TRAP/ - *WEAPON 

TRAP/ - *WEAPON 

TRAP/ - *WEAPON 

*WEAPON 

HAND/ - *WEAPON 

FINE CASTING NET / WATER TRAP 
CASTING NET / WATER TRAP 
POLE / CASTING NET / HAND/ *WEAPON 
LARGE NET / HEAVY POLE / *WEAPON 

FINE CASTING NET / WATER TRAP 
DRAG NET / WATER TRAP / HAND 
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AS FOOD 
1 MEAL 
1 MEAL 
1 MEAL 
160 MEALS 
3 = MEAL 
BAIT FISH 
3 = MEAL 
2= MEAL 
1= MEAL 
6 = MEAL 
1= M€AL 


GAIN 


2 BP 
2 BP 
2 BP 
3 BP 
2 BP 
1 BP DZ 
1 BP 
4 BP 
4 BP 
3 BP 


2 BP 
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STILLWATER LAKE & THE LONG RIVER 


tillwater Lake is an enormous body of Besides Midwood mill, the Long River 


S fresh water that sets high in the Mid 
Mountains, just below The Temple of 
the Sun. It provides a constant supply of 
fresh water to the entire country. 


Its southern High Falls spills over forming 
the Long River, that runs down the middle 
of Rhagrhyfel. Several other smaller 
streams flow out to the east and west. 


It is said that there is a long cave system 
that connects the Plateau to Still Water 
Lake. This is likely how the Sun Cultists 
procure fresh water and fish. 


This cave system is not well known and 
could be hazardous to explore. 


The Lake is enormous and provides a 
variety of fish, however it is not an easy 
task to get there. There are no major roads 
that lead up to the lake, however there are 
many smaller paths or logging trails that 
generally follow along the streams. 


Other creatures besides fish have been 
reported to be living in and around the 
great lake. 


ong River starts at the base of the 
High Falls spillover from Stillwater 
Lake. The falls generates power for 


Midwood mill and then flows south past 
Ferry, Farmington, and Harvest. 


It widens out a bit, near Riverbend, then 


flows into the swamps and creates the 
estuary near South Marsh. 
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provides a good supply of water and 
fishing for all the surrounding areas and a 
means of travel for shipping barges and 
other boats. 


While you may find a random way to cross 
the river, the best place to cross is Ferry. 


ther minor streams, creeks, or 
waterways, may be found thru out 
the land. Most of these water flows 


originate from Stillwater Lake or the Mid 
mountains. 


There are also numerous smaller lakes, 
ponds and pools, that contain fresh water 
for fishing and or drinking. 


They may also attract hostiles and 
predators so be cautious. 


Some are large enough for a boat and 
others are not. 


hen traveling by boat on the 
W river or lake, then refer to the 
following tables as needed for 


the cost and events that can occur has you 
navigate the Long River or Stillwater Lake. 


You may ask to stop if something on shore 
catches your eye. 


TRANSPORT | BOAT, RIVER - FLAT BOAT - 25 PER MAILE 
BARGE - FERRY 
TRANSPORT | BOAT, LAKE - FLAT BOAT - 1§ PER MAILE 


ROW 
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STILLWATER LAKE 


IN AND AROUND THE LAKE 


There will sometimes be Two options for the same 2d10 roll. When this happens it will 
be noted with a * One will be for Around the Lake, the other will be in or on the Lake. 


1. A Fish: jumps from the lake and lands in front of 
you. 


2. A Crow: asks for a scrap of food. 

3. You find a small Fish Trap floating: Roll 
1d4 1. Empty, 2. Damaged, 3. Small fish 4. Medium 
fish. 


4. * You Discover an abandoned Shack - or 
an abandon boat: Stop and search it? 


5. The Lake air is refreshing: +1 bp restored. 


6. You see two Bears” fighting over a kill: 
You may sneak by or try to kill the pair. 


7. * A Monk: from the Brotherhood of the Forest 
asks if you will help gather seeds ? A Herbalist on a 
raft is gathering lake Moss and asks if you will 
help? 


8. You see a man: Floating on a raft. He calls out 
to you for help. “Please help me? I have no pole or 
paddle and I’m heading for the falls.” 

9. You slip: fall and do 1d4-1 damage. 


10. A Storm: is rolling in. You need to find shelter. 


11. A Giant Mud Worm: * slowly rises out of the 
water. 


12. You find: a Barrel floating. You fish it out of 
the water and find it to be a 1d4: 1. Water 2. Wine 
3. Ale 4. Rum 


13. You are stung: by a bees. -1bp. Until you roll 
an even number on 1d20 


14. Everything is perfect: Shorten your trip thr 


15. Something is rotting nearby: The stench is 
unbearable. -1 bp. 
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16. Drift: blocks the way. 1 extra roll to go around 
it, or risk plowing thru, use 1d20 challenge. Roll 
greater than 9 for success. 1d4 damage on fail. 


17. It becomes foggy: 1 extra Journey roll. 
18. A Snake:* surprises you. 


19. A large branch: breaks, you hear the crack 
and try to dodge it. Roll 1d12, if greater than 8 you 
gain 1 Awareness point. If you fail you take 1d4 
damage. 


20. You find a basket floating: with 1d8 qty. 
of fresh vegetables. 


21. You are attacked by a swarm of Bugs: * 


22. A Herbalist: is collecting cattails along the 
shoreline and asks if you would assist? 


23. * A buzzard: sets on a body along the 
shoreline - or floating in the lake.. Shew it away 
and search it? Roll on body table if you do. 


24.* 1d4 Rats: * are eating on a large dead fish. 
On land they are near the shore. On the lake they 
are on a large drift pile. Either case they see you. 


25. * You discover. A raft floating near the 
shore with a large chest tied to it. 


Roll a d20 challenge: If You manage to snag it and 
bring it next to the bank- or boat. 


You find that it is locked: You will need lock picks 
or something to break it open, if you have none. 


Roll a 1d20 challenge greater than 10: to pick the 
lock. And greater than 15 to break in. 


If you manage to pick the lock or break open the 
chest. You will find that it contains: A full suit of 
leather Armor. If you fail it sinks into the lake. 
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26. You see: bubbles in the lake water. You may 
investigate? If you investigate you find that you 
will have to swim down to find the source. If you 
swim down, you will find the entrance to a hidden 
underwater Cave. Refer to Caves or Sea Caves if 
you intend to explore it. 


27. You find: a vial. 1d4 1. Poison, 2. Poison cure, 
3. Disease cure, 4. Health potion. 


28. * A strong wind: knocks a hornets nest from 
a nearby tree. Onto the ground - or boat. They are 
swarming all around it. What do you do? 


29. You see a deer: staggering along the bank. 
It has an arrow in it. What do you do? 


30. * A Giant Mud Crab :* climbs up the bank - 
or onto your boat.. 


31. A Fur trapper: is checking Traps along the 
bank. If you help you can learn. 


32. AHunter: is setting by the waters edge. He 
looks to be injured. What do you do? 


33. * A Beaver: pushes a small box up to the boat 
- or bank. You pick it up and inside you find 1d4 
Coins . 1. Wooden, 2. Copper, 3. Silver, 4. Gold. 
Roll 1d6 for the quantity found. There is also a 
Scroll of “Disease Cure .” 


34. A group of tiny Lake Fairies: flying across 
your path, leave a glittering trail. It lands on you 
and feels amazingly refreshing. You Gain 1 bp 
permanent. 


35. A Tentacle: * Whips out of the water. 


36. You see: a boat. When you draw a little closer 
to it, 1d4 Skeletons* rise up, and attack. 


37. You find: a Barrel containing a dozen: 1d4 
1. Apples 2. Pears 3. Potatoes 4. Corncobs 


38. The breeze is: 1d4 1. Swirling, making it 
difficult to travel 1 journey roll delay. 2. Steady 


against you, 30 min delay. 3. Gentle and enjoyable. 


4. Cool and pleasantly refreshing gain 1 bp. 

39. You face a Tangle Vine : * 

40. A Duck: has left the nest and there are 3 eggs. 
41. A Monk: offers healing for 1s per point. 


42. A Ghost: * rises up from the Lake and floats 
toward you. 
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43. Some Lake fishermen: have more than they 
can carry and offer you two large fish. 


44. 1d4 Goblins: * are camping near the shore. 
45. You lose a food item: 

46. * You find: a patch of Mushrooms - or you fish 
out a floating bag and find Mushrooms inside. 


Roll 1d12 for quantity found. 


47. A Scavenger: asks for anything edible that 
you can spare? 


48. Two Sun Cultists: * are fishing and they 
haven’t noticed you yet. What do you do? 


49. An Enchanted fish speaks to you. 
50. A Boatman: offers a free lake crossing. 
51. A Giant Leech: * suddenly attacks. 


52. You spot something shiny: On closer 
inspection you find that it is a Gold coin. 


53. You find: a wounded Bounty hunter. Help? 


54. A Giant Rat: * is eating a large fish. It hasn’t 
noticed you as yet. 


55. You spot something shiny: On closer 
inspection you find that it is a Silver coin. 


56. A Wizard: is exploring the lake area. He asks 
if you have a bit of food to spare? In exchange he 
will teach you “Flame.” 

57. The Ground: gives way causing you to fall into 
a sink hole. You take 1d4 damage. You must find a 
way to climb out. 


58. You discover a body floating: Roll on any 
Body table. 


59. You spot something shiny: On closer 
inspection you find that it is a Copper coin. 


60. 1d4 Mud Worms:* attack 
61. You discover a fishing camp: 


62. You find a money pouch: it has 1d20 
Copper, 1d12 Silver and 1d10 Gold coins inside. 


63. A Giant Mud Worm:”* attacks 
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64. A Hunter: offers to trade. 


65. A Hoghead: offers to lead you directly to the 
evil Sorcerer * that transformed him. 


66. A Sorcerer:* suddenly appears before you. 
67. A Fisherman: offers to trade. 


68. You come to a sign: nailed on a tree by the 
edge of the lake. It reads, "Ghis Rope is a guide to 


the entrance of an underwater passage. Follow at 
your own peril.” 


69. A Wild Hog: is getting a drink from the lake. 
It hasn’t noticed you. Attack or Sneak by? 


70. A traveling Bard: offers to play a tune. 


71. A Dying Traveler: asks you to take a sealed 
message to West port. 


72. You are attacked: by a swarm of Bugs: * 


73. You find a Blackberry patch: with 1d20 
berries ready for picking. 


74. You find: Three dead Goblins at their camp. 
The fire is still hot. Who or what killed them? 


75. A Ghost:* suddenly appears in front of you. 


76. You find: a worn backpack. Inside you find a 
blanket, bedroll and a tinderbox. 


77. You see: a Monk: battling a Snake:* 


78. You hear: Cackling and it suddenly becomes 
dark as night. You are attacked by a Giant Bat:* 


79. Some Gnomes: are on their way home and 
they offer to sell you some produce. 


80. A Traveler says: that they want to join the 
Sun Cultists, and want you to join them too. 


81. You are Allergic: to something here. Roll 
1d4 for your aliment. 1. Itching, 2. Watering eyes, 
3. Running nose. 4. Sneezing. 


82. You find a Raspberry patch: with 1d20 
berries ready for picking. 


83. The clouds grow dark: 1d4, 1. A Bad Storm, 
2. A Hard rain 3. A Steady down pour, 4. A Light 
sprinkle. 


84. You see a puff of smoke: and come face to 
face with a Demon:* 
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85. You find: a Raft & pole. 

86. You spot: A Deer. 

87. A Mossman: has spotted you. 

88. Roll on Find table: 

89. You spot: Two Wolves eating something. 


go. A Giant Worm :* and two small ones 
attack. 


91. You find: a large patch of Cattails. 


92. You find: A large wooden crate on the Lake 
shore. You open it and find. 1d4: 1. A Imp, 2. 1d4 
Rats, 3. 50’ Rope & Grappling hook. 4. A Lantern & 
4 hours worth of oil. 


93. An Ogre :* is bathing in the Lake. 
94. You find: an abandoned Hunting Cabin. 


95. A Ghost:* suddenly appears in front of you. 
It doesn't attack, but speaks in a whispering voice. 
“I cannot rest unless my bones are buried in a 
proper grave. They lie at the bottom of the lake 
next to my treasure. If you will burry me, you 
may take the treasure as areward.” Roll 1d20 
Greater than 10 to try and recover the bones for 
burial. If successful, then roll 1d20 to retrieve the 
treasure box that contains: 1d20 copper, 1d12 
Silver, 1d10 Gold, and a Magic Ring of the Owl. 

It grants the wearer night vision. 


96. A Moon Eye and Sun Cultist are battling. 
They have not noticed you. 


97. Roll on Find table 


98. A Thick Fog: covers the area making it 
impossible to see. Add 1 Journey roll. 


99. A Ghoul :* Comes out of nowhere. 


100. A Wizard is on the way home: They ask if 
you would share a bit of food. In exchange they 
offer to tech you the spell of Fear. 
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STILLWATER FIND TABLE 
2 3 4 


BODY * ROLL1D4 ON 


A POUCH OF 1D12 A POUCH OF 1D12 A POUCH OF ID12 


BODY TABLE SEEDS DRIED MEAT DRIED FRUIT 
A POUCH OF IDI2 
2 WOOD AXE A SAPLING DRIED BEANS WHETSTONE 
3 LEATHER STRIPS TINDERBOX BAG OF ID4 APPLES BUNDLE OF STICKS 
SACK OF IDG 
4 BIRD SNARE HEALING POTION POTATOES A LANTERN 
STILLWATER BODY TABLE 

ID4 BODY OF 1 2 3 4 
1 FISHERMAN SHIRT PANTS BASKET BOOTS 
2 *XANIMAL BEAR WOLF DEER BEAVER, 
3 TRAVELER SHIRT PANTS LEATHER BELT HIGH BOOTS 
4 HUNTER WATERSKIN LEATHER VEST QUIVER 1D20 BOW 

UNSKILLED: SKILLED: 

1-2: NOTHING 1-2: POOR FIND 1D4-2 QTY 

3-4: NMAISIDENTIFY 1D4 - SICKNESS 3-4 NAEAGRE FIND 1D4-1 QTY 

5-6: POOR FIND 1D4 -2 QTY 5-6: DECENT FIND 1D4+2 QTY 

7-8: NAEAGRE FIND 1D4 -1 QTY 7-8: GREAT FIND 1D4+4 QTY 


Roll 1d8 for what type of Plant you have found. Misidentify is from Non-Edible column. 


STILLWATER AVAILABLE PLANTS 


EDIBLE PLANTS 


BLACKBERRIES 


MAORELS 


FIDDLEHEAD FERN 


ASPARAGUS 


WOOD SORREL 


ELDERBERRIES 


CATTAILS 


DANDELIONS 
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FOOD GAIN NON-EDIBLE . FOR POTIONS VALUE 
DZ =MEAL 2 BP STINGING NETTLE BIG 
6= MEAL 2 BP CASTOR BEAN 4C 
6= MEAL 2 BP TOAD STOOL 3C 
6= MEAL 2 BP HOGWEED 3C 
6= MEAL 2 BP COW PARSNIP 3C 
6= MEAL 2 BP HEMLOCK 1§ 
6= MEAL 2 BP QUEEN ANNE'S LACE 4c 
6= MEAL 2 BP POISON IVY 4C 
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TYPE OF 
CREATURE 


RABBIT 
SQUIRREL 
GAME HEN 
DEER 
FROG 
FISH TINY 
FISH SM 
FISH MD 
FISH LG 
CRAYFISH 
TURTLE 
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STILLWATER NON COMBATANT CREATURES 


*TN 


TYPE OF MAETHOD VSED 


TRAP/ - *WEAPON 

TRAP/ - *WEAPON 

TRAP/ - *WEAPON 

*WEAPON 

HAND/ - *WEAPON 

FINE CASTING NET / WATER TRAP 
CASTING NET / WATER TRAP 
POLE / CASTING NET / HAND/ *WEAPON 
LARGE NET / HEAVY POLE / *WEAPON 

FINE CASTING NET / WATER TRAP 
DRAG NET / WATER TRAP / HAND 
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AS FOOD 
1 MEAL 
1 MEAL 
1 MEAL 
160 MEALS 
3 = MEAL 
BAIT FISH 
3 = MEAL 
2= MEAL 
1= MEAL 
6 = MEAL 
1= MEAL 
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1. A Net Fisherman: asks you to join them to do 
some net fishing as you float along. 


2. A River Gull: wants a scrap of food. 


3. You find a small fish Trap floating: Roll 1d4 
1. Empty, 2. Damaged, 3. Small fish 4. Medium fish. 


4. You Discover an abandoned Shanty boat. 
Stop and search it? 


5. The air is refreshing: +1 bp restored. 

6. Two Gators * are fighting over a kill: You 
may take the opportunity to float by or stop and try 
to kill the pair. 

7. A Monk: from the Brotherhood of the Forest 
asks if you want to help gather a few whirling seeds 
as they fall from the trees ? 

8. You find a man: Floating on a log. He calls out 
to you for help. “Please help me? It will return 
soon” What do you do? 

9. You slip: on the wet deck and do 1d4-1 damage. 


10. A Storm: is rolling in. You head for bank. Drop 
Anchor and wait 1 for for it to pass. 


11. A Giant Mud Worm: * suddenly appears out 
of the muddy water. 


12. You find: a Barrel floating. You fish it out of 
the water and find it to be a Wine Keg. 


13. You are stung: by a wasp. -1bp. 
14. The River: is flowing rapidly. Shorten trip 1hr 


15. Something is rotting nearby: The stench is 
unbearable. -1 bp. 


16. Drift: covers the way. 1 hr delay to go around it, 
or risk plowing thru, 1d20 challenge. Roll greater 
than 9 for success. 1d4 damage on fail. 


17. It starts to rain: fill your containers. 


18. A Snake:* Lays in waiting on brach over the 
river and drops onboard. 


19. A large branch: breaks, you hear the crack 
and try to dodge it. Roll 1d12, if greater than 6 you 
gain 1 Awareness point. If you fail you take 1d4 
damage. 
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20. You find a basket floating: with 1d8 qty. 
of fresh vegetables. 


21. You are attacked by Bugs: * 


22. A Herbalist: is collecting floating river moss 
and asks if you would assist? 


23. A buzzard: is perched on the back of a dead 
Goblin as it floats by. Shew it away and try to 
retrieve the body so you may search it? 


24. 1d4 Rats: * Jump from the tree limb and onto 
the boat. 


25. You discover. A raft floating along with a 
large chest tied to it. You manage to snag it and 
bring it next to the boat. You open it and find that it 
contains: A full suit of Chain Mail. 


26. You see: An apple tree overhanging the river 
ahead. Try to use a pole to knock some loose. 


27. You find : 1d4 1. Poison, 2. Poison cure, 3. 
Disease cure, 4. Health potion, floating along. 
Try to fish it out. 


28. A strong wind: knocks a hornets nest from a 
tree onto the boat. They are swarming around it. 
What do you do? 


29. You see a dead deer: floating along. It 
appears to be a fresh kill. It has an arrow in it. 
What do you do? 

30. A giant Mud Crab climbs aboard. 


31. Some Gnomes: Wave from the bank. 


32. A Hunter: is floating on a rough looking raft. 
He looks to be injured. What do you do? 


33. An Explorer: Offers to journey with you. 
34. An Alligator manages to climb aboard. 


35. A group of tiny fairies: flying across the 
river leave glittering trail. It lands on you and feels 
amazingly refreshing. Gain 1 bp permanent. 


36. A Beaver: pushes a small box up to the boat. 
You pick it up and inside you find 1d4 Coins 

1. Wooden, 2. Copper, 3. Silver, 4. Gold. 

Roll 1d6 for the quantity found. There is also a 
recipe for “Disease Cure “ in there. 
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37. A flood: has washed a large section of the road 
into the river, you get stuck on it. 1hr delay. 


38. The Boatman: says they are about to make a 
short stop. You are free to get off until they call to 
board. Explore the area? 


39. A Giant Leech:* attacks the boat. 


40. A Boat: is stuck in some debris with three 
bodies on board. Investigate? Roll on a Body table. 


41. A Riverboat Gambler: Wants to roll for high 
dice. Bet what you will. 


42. A Tentacle: * Whips out of the water. 


43. You fish out a small wicker box: inside is 
a sewing kit with needle thread and some leather 
patches. 


44. You discover: A large sack hanging from a 
limb. You grab it as you pass. Inside you find. 1d4 
1. A Snake:* 2. An Imp:* 3. A Scroll of Light, 

4. A Scroll of Fear. 


45. The Weather: is absolutely perfect. You gain 
1 Body point. 


46. Two River Pirates:* are in their small boat 
arguing about something and haven’t noticed you. 
Sneak by or try a surprise attack? 


47. A huge drift pile: is midpoint in the river. It 
looks to be mostly sticks and logs, but there may 
be other things caught in it. Stop, climb out and 
investigate? If yes roll greater than 8 on 1d20 
challenge. If successful you find. 1d4= 1. A body 
2. A drum 3. A full keg of wine 4. A small wooden 
chest that contains 1d4 gold, 1d6 silver and 1d20 
copper.. 


48. You spot a jagged rock: sticking up from 
the river and call to the boatman to avoid it. You 
Gain 1 Awareness. 


49. 1d4 Tentacles: * Whip out of the water. 


50. An elderly man: is trying to push his boat off 
a sandbar. Stop and try to Help? 


51. You discover: a 

52. You see: a boat ahead. When you draw close 
to it 2 Skeletons* rise up, jump aboard and 
attack. 


53. A large fish: spits a gold coin onto the boat. 
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54. You discover: a jug of wine floating along. 


55. A Group of 1d4+1 Goblins: jump from the 
trees onto the boat. 


56. An Eagle: drops a large fish onto the boat. 


57. A fisherman: Yells that his boat is full of fish 
and asks if you want 1d6? 


58. Three Gilleseians: are sunning themselves 
on the riverbank. They see you coming and enter 
the water. Roll 1d6. Odd they attack, Even no. 


59. A Gnome: is fetching water from the river and 
falls in. A nearby Alligator sees him and starts 
toward him. What do you do? 


60. A Duck: lands on the deck. 


61. The water: becomes choppy and hard to 
navigate safely. 


62. AGnome family: asks you to break up a 
beaver dam that is just ahead. They fear that if it 
gets any bigger it will flood their home. 


63. You make a short stop: You disembark to 
stretch your legs and discover a riverside camp 
that seems to have been abandoned in a hurry. 
You find two items Roll 1d4 twice. 1. A set of lock 
picks 2. Bag of ballbearings 3. Bell & String 

4. Grappling hook. 


64. A Swarm of Bugs: attacks the boat. 


65. You discover: a rickety old houseboat 
beached on the bank. Stop and search it? 


66. You find: a Barrel containing a dozen: 1d4 
1. Apples 2. Pears 3. Potatoes 4. Corncobs 


67. A Ghoul: is setting at the rivers edge feasting 
on a bloated animal carcass. Attack or Sneak by? 


68. You pass thru: a thick fog. You hear voices. 


69. This section of the river is moving fast: 
Save 1 hour of your journey. 


70. A Bear: is doing some fishing. It sees you and 
heads for the boat. 


71. A Gnome: is on a raft selling local Vegetables. 


72. A passing boat: Is coming toward you, it will 
soon pass alongside. The crew yells “Flying trade!” 
“You ask what is that?” They explain you throw an 
item to the other boat and they trow something 
back in return. What do you throw? 


85 


73. Amossy Skeleton: arises from the water 
with a 1d8 Sword and a wooden shield in hand. 


74. A Gnome: is in a little boat, selling local 
medicinal plants. 


75. You find: a scroll case floating in the river. 
You snag it up and find that it contains a 1d4 
Magical scroll of 1. Push 2. Pull 3. Fog 4. Healing 


76. It begins to Rain: 1d4 1. Storm, 2. Heavy 
downpour, 3. Light Sprinkle, 4. Mist. 


77. A Large Water Snake:* slithers onto the 
boat. 


78. You discover a Cart: floating along. It looks 
like there is an item still in it. Roll on the General 
Area Find Table. 


79. A Giant Frog: * leaps onto the boat. 


80. You see a rowboat: with oars floating along, 
empty. What do you do? 


81. You discover a body floating: Roll on any 
Body table. 


82. A small Boat with 1d4 Hog heads :* comes 
alongside your boat. They are going to board. 


83. A group of 1d6 fish: jump on board. 


84. Some Crows: are feasting on a body ina 
rowboat. Let them eat or shew them away and see 
if there is anything salvageable. 


85. A driftwood: pile turnout to be a Bundle: * 


86. A Crow: Drops a money pouch on the deck in 
front of you. It contains 1d20 Copper coins. 


87. You find a pouch: hanging from a limb. 
Roll 1d4 to see what it contains. 1. Rocks, 2. 
Copper, 3. Silver, 4. Gold. Roll 1d6 for qty. 


88. A lost pet Ferret: comes up to you. It has 
8bp, 1d4+1 ATK, WIS 6, Will 5, Aw 6. It is looking 
for an owner. 


89. A Storm: has deposited a massive amount of 
debris ahead. Try to navigate thru the debris 1d20 
challenge to roll greater than 10, or exit the boat 
here. If successful gain 1 Will. If you fail, you fall 
into the water and lose 1 item. 
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90. You see a small girl: trying to swim away 
from something. You look to see what has 
frightened her. You see it a Ghost * in pursuit. 
What do you do? 


91. You are attacked by Crows: They do ibp 
damage per roll, until you roll a 5 or 6 on a 1d6. 


92. You make a rest stop and Discover: a 
Hunting camp and also a Huunter: 1d4 = 1. Dead, 
2. Dying, 3. Critical Injury, 4. Minor Injury. What 
do you do? 


93. You see a small barrel floating: You snag 
it and pull it on board. Inside is 1d12 1. Apples, 2. 
Pears, 3. Blackberries, 4. Elderberries. 


94. The breeze is: 1d4 1. Swirling, making it 
difficult to travel -1hr delay. 2. Steady against you, 
30 min delay. 3. Gentle and enjoyable 4. Cool and 
pleasantly refreshing +1bp 


95. A Traveling River Merchant: calls out 
wanting to know if you would like to_buy, sell or 
trade anything? 


96. You see some hanging moss: but, when 
you try to gather it, you suddenly discover that it is 
actually a Mossman: * 


97. A wooden box is floating by: You manage 
to snag it and pull it aboard. Inside you find: One 
dozen 1d4: 1. Un-enchanted Wands. 2. Saplings. 
3. Empty potion vials 4. Bottles of Wine. 


98. A log Barge: has come apart and the logs are 
scattered across the river. The owner calls out for 
help gathering them back together. 


99. In a puff of smoke a Sorcerer:* suddenly 
appears onboard. 


100. An Ogre is in the middle of the river: The 
Ogre demands a payment of 1 Gold from each 
passenger, to pass. If you don’t pay, it says it will 
sink your boat and eat the lot of you. 
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1. You face a Giant Mud Worm: * 


2. You discover a Body: Roll on area body table. 


3. You find a Raft: 

4. You are attacked by a Tangle-vine: * 

5. A Monk: is gathering saplings along the river. 
6. You discover: a camp site. Search? 

7. You face a Giant Frog: * 


8. A Fisherman: offers you one of his medium 
fish if you'll give him a drink. 


9. You find a small boat: 

10. You face a Alligator: * 

11. You see a Turtle: Try to get it? (See Fishing) 
12. You find a Crate: Roll on area find table. 

13. You face a: Gilleseian * 


14. A Raftsman: offers a ride across the River for 
something to eat. 


15. A Boatman: offer a free river crossing. 

16. The creek has flash flooded: Find another 
way round thr or roll 1d20 challenge greater than 
10 to try to cross swift water. On fail you are swept 
away and lose an item and 1d6bp. 

17. You meet a traveling Merchant: Trade? 


18. You find a fishing camp: Search? 


19. You are attacked: by a Giant river Rat. 
(See Bestiary for Giant Rat) 


20. The weather: changes Roll 1d4. 
1. Storm, take shelter. 2. Heavy rain. 1hr delay. 3. 
Breezy. 4. Sunny and warm. 


21. You find a basket: with 1d12 crawfish. 
22. A huge pile of driftwood: blocks your way. 


30 min delay or 1d20 greater than 8 to climb over. 
Lose 1d4 bp on fail. 
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23. A Cow carcass: is blocking the way, and you 
see 1d4+1 Wolves feeding on it. They haven’t 
seen you yet. Take a wide path -1hr delay, or try to 
Sneak by or Suprise attack? 


24. You find: a bundle of twine. 
25. Aswarm: of 1d8 Bugs * attacks. 


26. A boy: is heading home from fishing and asks 
to walk with you. 


27. A Farmer offers a ride on the hay wagon. 

28. A body: is floating in the river. If you want to 
try to pull it in roll 1d20 challenge greater than 10. 
If successful roll on body table. 


29. A little girl: is selling flowers. 


30. You find a Pear tree: by the road with 1d6 
ripe pears for the picking. 


31. You step: in a mole hole -1bp 

32. A traveling Tinker: offers to fix anything 
you have the may be broken or in need of repair. 
You will need to Negotiate a price. 


33. The singing birds: lift your spirit. 


34. The wind: picks up 1d4 1. Slightly 2. Quite a 
bit 3. A lot 1hr delay 4. Take cover or lose 1d4 bp. 


35. You see: a couple of little kids trying to fight 
a large Snake. * Help them? 


36. You find: a quiver of 1d12 arrows. 


37. Two Goblins * are watching you from some 
bushes. Pretend not to see them or attack? 


38. You find: a wounded Bounty hunter. Help? 
39. The road: is smooth and downhill save thr. 


40. A Ghost: * floats up from the river and comes 
toward you. 


41. A Merchant: Has been robbed and wants to 
travel with you for safety. 


42. You flush: up a covey of game hens. Hunt? 
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43. A flood: has washed out a large section of the 
road. thr delay or 1d20 greater than 10 to make 
your way thru . If you fail -1d6 bp. 


44. A River Bargeman: says they are about to 
shove off and will be heading to the next town. He 
asks if you want a ride? It will cost 1 Silver. 


45. You find a keg of: 1d4 1. Water 2. Wine 3. 
Ale 4. Rum, on the river bank. 


46. A Boat: has washed ashore with three bodies 
on board. Investigate? Roll on Body table. 


47. A Riverboat Gambler: Wants to roll for high 
dice. Bet what you will. 


48. A standing water pool: left from a flood has 
stranded a few fish. Try catching them. 


49. A Tentacle: * Whips out of the water. 

50. You discover: A Shanty. Fair shelter. 

51. The weather: is absolutely perfect. +1bp tmp. 
52. A Pirate and a Thug:* are arguing about 
something and haven’t noticed you. Sneak by or 
try a surprise attack? 

53. A huge drift pile: is midpoint in the river. It 
looks to be mostly sticks and logs but there may be 
other things caught in it. Swim out to investigate? 
If yes roll greater than 8 on 1d20 challenge. 

If successful you find. 1dq4= 1. A body 2. A Childs 
toy 3. A full keg of wine 4. A small wooden chest 
that contains 1d4 gold, 1d6 silver and 1d20 
copper.. 


54. Frogs: are gathered around a standing water 
pool. Try to catch some? 


55. 2 Tentacles: * Whip out of the water. 


56. An elderly man: is trying to push his boat off 
a sandbar. Help? 


57. You discover: a primitive stone spear tip. 


58. You see: a boat along the bank and when you 
draw close to it 2 Skeletons* rise up and attack. 


59. A Child: is trying to find some bait. Assist? 
60. You discover: a primitive stone arrow tip. 


61. A Giant Mud Worm:* shoots up right in 
front of you. 
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62. A group of Gnomes: are gathering clay 
from the river bank. 


63. A backwash pool: is full of crayfish. Try to 
grab some? 


64. A Gilleseian: is sunning itself on the 
riverbank. It hasn’t noticed you as yet. 


65. A Gnome: is fetching water from the river. 
66. A Duck: has left the nest and there are 3 eggs. 
67. A recent flood: has washed out the road. 
Take an 1hr delay or roll greater than 10 to try and 
navigate thru the washout. If successful gain 1 
Will. On fail, take 1d6 bp damage. 

68. A Gnome family: asks you to break up a 
beaver dam that they have made in the creek. 
They fear the backwater will flood their home. 

69. You discover: a roadside camp that seems to 
have been abandoned in a hurry. You find to items 
Roll 1d4 twice. 1. A set of lock picks 2. Bag of 
ballbearings 3. Bell & String 4. Grappling hook. 


70. A Wild Hog: is getting a drink from the river. 
It hasn’t noticed you. Attack or Sneak by? 


71. You discover: a rickety old houseboat 
beached on the bank. Search it? 


72. You find: a sack of 1d8 local plants. 


73. A Ghoul: is setting at the rivers edge feasting 
on a bloated animal carcass. Attack or Sneak by? 


74. A Fisherman: is stuck in the river mud. 


75. This section of road: has been recently 
worked on. It smooth and strait. Save 1 hr travel. 


76. A Bear: is doing some fishing. It sees you. 
77. A Gnome: is selling local Vegetables. 


78. You find: a full tobacco pouch. 


79. Amossy Skeleton: arises from the water 
with a 1d8 Sword and a +1 Shield in hand. 


80. A Gnome: is selling local plants. 


81. You find: a scroll case and it contains a 1d4 
Magical scroll of 1. Push 2. Pull 3. Fog 4. Healing 
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82. You face a Giant Frog: * 

83. A Man: Setting by the side of the road, asks if 
you will try to find his crutch. He says a Thug 
robbed him took it along with his money. 


84. You find: a pouch of herbal tea. 


85. A Giant Mud Crab: * Attacks 


86. A Gnome: is battling a Giant Toad:* Assist? 


87. You see some Gnomes: trying to remove a 
bolder from their garden. Help? 


88. A Giant Mud Worm: * rises up suddenly. 


89. The Gnomes: are having a celebration. They 
invite you to join in. 


go. You find: a small pouch: inside is a small 
bell and string. 


91. You see a Thug:* Setting under a tree by the 
roadside counting his loot. 


92. A Ferryman: Offers a river crossing for just 3 
Copper or a good drink. 


93. You find: a pouch of healing herbs. But you 
hear a throat clear and a Smuggler:* says “That’s 
mine, give it back!” 


94. You meet two Goblins*® crossing the road 
carrying a long stringer of fish. 


95. A Flatboat: is heading down river. Catch a 
ride for 1d12 miles? Cost is 2 copper per mile. 


96. You find: A tinderbox. 
97. You are surprised: by 2 Goblins. * 


98. A Flatboat: is heading up river. Catch a ride 
for 1d12 miles? Cost is 4 copper per mile. 


99. You find: a fancy looking wooden flute. 
When played, you and every living thing around 
you begin to dance. 


100. You are attacked by a mad Scavenger: 
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WOODED AREAS 


1. A Hunter: ask you to join them to do some 
Bear * hunting in this area. 


2. A Bear cub: wants a scrap of food. 


3. You find a small animal Trap: Roll 1d4 
1. Empty, 2. Damaged, 3. Rabbit 4. Squirrel . 


4. You Discover Hunting shack. Search? 

5. The smell is refreshing: +1 bp restored. 

6. Two Wolves * are fighting over a kill: You 
may take the opportunity to sneak by or try to kill 
the pair. 


7. A Monk: from the Brotherhood of the Forest 
asks if you help gather a few saplings? 


8. You find a man: caught in a giant spider web. 
He calls out to you for help. “Please help me? It will 
return soon” What do you do? 

9. You slip: in the mud and do 1d4-1 damage. 

10. A Storm: is rolling in. Find shelter or 1d4 dmg. 


11. A Giant Spider: * suddenly appears out of the 
thick brush. 


12. You find: a bag of 1d8 bear claws. 

13. You find: a crate of vegetables: That has fell 
from a wagon. Roll 1d4 1. Rotten tomatoes, 2. 1d12 
potatoes, 3. 1d12 carrots 4. 1d12 onions. 


14. You are stung: by a wasp. -1bp. 


15. Scavenger: has found more than he can carry 
and offers you 1d6 edible mushrooms. 


16. Slimy Moss: covers the path. 1 hr delay to go 
around it, or risk walking thru, 1d20 challenge. Roll 
greater than 9 for success. 1d4 damage on fail. 


17. You discover a fresh water spring: drink 
and fill your containers. 


18. A Snake:* Lays in waiting. 


19. A large branch: breaks, you hear the crack 
and try to dodge it. Roll 1d12, if greater than 6 you 
gain 1 Awareness point. If you fail you take 1d4 
damage. 
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20. You find a sack of Acorns: 1d8 qty. 
21. You are attacked by Bugs: * 


22. A Herbalist: is collecting mushrooms and 
asks if you would assist? 


23. A buzzard: is perched on the back of a dead 
Goblin. Shew it away so you may search the body? 


24. 1d4 Rats: * Rush from the tree line quickly 
toward you. 


25. You discover a trail: leading off into the 
woods. Follow it? If so use the Explore method. 


26. You see a Cow: Try to find the owner? 


27. You find : 1d4 1. Poison, 2. Poison cure, 3. 
Disease cure, 4. Health potion. 


28. A strong wind: has knocked a hornets nest 
from a tree. They are swarming around it. Take 1 hr 
delay going out and around, or roll a id20 
challenge. You must roll greater than 10 to pass 
thru un stung. If you fail you take 1d12 stings, - 1bp 
each sting. 


29. You find a dead deer: next to the road. 
It appears to be a fresh kill. It has an arrow in it. 
What do you do? 


31. Two Women: Ask you to escort them to the 
next village. 


32. AHunter: steps out of the brush. He looks to 
be injured. What do you do? 


33. An Explorer: Offers to journey with you for 
1d4 rolls.. 


34. A Traveling Smith: Offers to mend any 
damaged armor or weapons for 2 gold. 


35. A group of tiny fairies: fly across your path 
and leave glittering trail. It lands on you and feels 
amazingly refreshing. Gain 1 bp permanent. 


36. A Groundhog: pushes a small box up from 
the earth. You pick it up and inside you find 1d4 
Coins 1. Wooden, 2. Copper, 3. Silver, 4. Gold. 
Roll 1d6 for the quantity found. There is also a 
recipe for “Disease Cure “ 
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37. You Discover an abandoned campsite: 
You find 1d4 1. Nothing of value, 2. A hunting 
knife , 3. 20’ of rope, 4. 1d6 Arrows. 

38. A Traveler: Offers to buy any food you have. 


39. A wondering Bard: offers a song for 1c. 


40. A foul smelling Scavenger: approaches 
you, asking for anything you can spare. 


41. You face a Mossman: * 
42. A Faun: is stuck in a brush pile. Help? 
43. It seems extra dry: Take a drink or -1bp. 


44. A disoriented Herbalist: has just stumbled 
onto the road. Help them or pass by? 


45. A wooden crate: has been left behind. with 
1d4 live animals inside. 1. Three Chickens, 

2.2 small Piglets, 3. A Goat, 4. A Hog. 

46. You see a damaged coffin: on the side of 
the road. As you approach a Skelton * with a 
melee weapon emerges from it. 

47. A Herbalist: is looking for plants. 

48. You find a Torch: with 1d4 hours left. 


49. A Heavy fog: fills the air making it hard to 
see. - thr delay. 


50. A Ghoul: * steps out of a rotted hollow tree. 


51. You have found a Locked Chest: 


52. You fail to notice: a large hole in the path 
and step right in it - dq bp. 


53. A Traveling Peddler: Asks if you wish trade. 


59. You see a strange creature: setting on a 
tree limb. It sings so sweetly that you set down and 
listen, to the calming sound. thr delay. +1 bp. 

60. A small wooden keg has fallen off a 
wagon: roll 1d4 to see what is in it. 1. Empty, 2. 
Water, 3. Wine, 4. Rum. 


61. A Drunken man: approaches and asks if you 
have any thing to drink? 


62. A Moon Eye Cultest: * appears before you. 


63. You stumble upon: the partial remains of a 
enormous Bear: * 


64. Amushroom collector: offers you 1d6 
edible mushrooms. 


65. An elder Trapper: asks you to help set traps. 
He offers training in trap setting. 


66. The sky clouds up: It feels a bit cooler. 


67. You step on a branch: and it flys up hitting 
you in the back of the head. - 1d4bp. 


68. A Healer: offers to Heal any ailments for 1c. 


69. An escaped Prisoner: Asks you to cut loose 
his bindings. 


70. A Bounty Hunter: Inquires if you have seen 
any escaped prisoners. 


71. A Giant Spider: drops from the trees right in 
front of you. * 


72. You find two Bodies: Roll on the Coastal 
Body table to see whom they are. 


73. You are attacked by a insane Scavenger: 


74. You find a worn crate at the road side: 


54. You see an odd piece of wood: sticking out You open it and find a 1d4 empty potion bottles.. 


of a brush pile. You remove it and find it is a 1d4 
1. Shovel, 2. Woodsman’s Axe 3. Oak Walking 
Staff, 4. Engraved Bow, possibly Magical. 

55. A huge Wolf * caught in a trap: Free it 
and see if it flees or fights. Even it flees - odd it 
fights. 

56. You discover a camp site: Search it? 

57. You face a Tangle Vine : * 


58. A Hog Head :* blocks your path, fight or 
flee? 
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75. You wade thru a shallow muddy pool: 
shortly thereafter you discover the mud is 
deteriorating your footwear. You must stop and 
clean them quickly. 


76. A Traveler: Offers to join you. Yes or no? 


77. You get tangled: in the remains of a dead 
Tangle vine and fall. -1bp. 


78. You find a bag of poisonous plants: Roll 
on the area table. 
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79. It begins to Rain: 1d4 1. Storm, 2. Heavy 
downpour, 3. Light Sprinkle, 4. Mist. 


80. A Snake:*slithers out of a hole in the road. 
81. You discover a broken down cart: Most 


everything has been taken, but there is an item left 
behind. Roll on the General Area Find Table. 


82. You face a Giant Frog: * 


83. A Herbalist: Asks for help gathering local 
woodland plants. They will train you in the proper 
identification. 


84. You discover a large frog pond: with 1d20 
Frogs. 


85. A Beggar: asks for anything you can spare. 


86. A Druid: Offers Healing, and Blessings, and 
would also like to join you? 


87. Some Crows are on the edge of the road, 
feasting on a body. Let them eat or shew them 
away and see if there is anything salvageable. 


88. You face a Wild Hog: * 


89. A Lucky Hunter: has more than he wants to 
carry home and offers you a game hen. 


go. You find a pouch: Roll 1d4 to see what it 
contains. 1. Rocks, 2. Copper, 3. Silver, 4. Gold. 
Roll 1d6 for how many. 


91. You meet a lost pet Ferret: 8bp, DEF 2, 
DIF 8, 1d4+1 ATK, WIS 6, Will 5, Aw 6. Wants an 
owner. 


92. A Storm: has deposited a massive amount of 
debris and totally ripped up the path you are on. 
Try to navigate thru the debris 1d20 challenge to 
roll greater than 10, or take a ihr delay to walk 
around it. If successful gain 1 Will. If you fail, you 
fall and sustain a 1d6 injury. 


93. You see a small girl: running from a nearby 
wooded area. You look to see what has frightened 
him. You face a Smuggler:* 


94. You are attacked by Crows: They do ibp 
damage per roll, until you roll a 5 or 6 on a 1d6. 


95. You Discover a Hunting camp and also a 


Huunter: 1d4 = 1. Dead, 2. Dying, 3. Critical 
Injury, 4. Minor Injury. What do you do? 
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96. You find a small barrel of: 1d6 1. Apples, 
2. Pears, 3. Blackberries, 4. Elderberries. 


97. The breeze is: 1d4 1. Swirling, making it 
difficult to travel -1hr delay. 2. Steady against you, 
30 min delay. 3. Gentle and enjoyable 4. Cool and 
pleasantly refreshing +1bp 


98. A Traveling Merchant: whats to know if you 
would like to_buy, sell or trade anything? 


99. A traveling Seer: Says for a Copper, I will tell 
you your future. If you do not pay, she laughs 
hysterically and walks on. If you pay, she has you 
roll some bones. 


You roll 1d4 1. Danger is near, 2. A little trouble 
ahead, 3. Unclear, 4. Good fortune is coming. 


100. You discover what appears to be a trail: 
You follow it thru the woods and it leads you to a 
large hole in the ground. 


There’s a rope tied to a nearby tree that disappears 
into the darkness of the hole. You call out, but no 
answer. You cannot tell how deep it is. The rope 
seems to be in good shape. 


If you want to try to climb down to reach the 
bottom of the hole, then roll a 1d20 challenge 
greater than 10 to try. 


If you successfully reach the bottom without falling 
you will find an animal skeleton and a Backpack 
with the following items inside. A small money 
pouch with 1d4 gold, 1d6 silver, 1d20 copper. 

An engraved leather satchel with a poison cure, 
disease cure, and 2 health potions. Some books on 
Herbal medicine. A tobacco pouch. 


If you fail you will fall, and take 1d8 damage, but 
will still make the same find, if you survive the fall. 
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FORESTS & WOODLANDS 


orests abound thru out the land of 

Rhagrhyfel. These vast forests are 

able to provide a variety of wood that 
is used for many different applications. 


The Monks known as the Brotherhood of 
the Forest consider themselves caretakers 
of all the trees throughout the land. 


They are true arborists skilled in every 
facet of care for all of the trees. They enjoy 
growing a great many varieties of saplings 
and often make pilgrimages to plant them 
in various places. 


While they are friendly and will often 
provide healing and blessings to those they 
meet on the road, they abhor those who 
would cut down the trees only for profit, or 
destroy them without cause. 


It would be wise to stay on the good side of 
the Brotherhood. 


oodlands are similar to the 
Forests, but are much smaller 
and less dense. 


They will also have a variety of hunt-able 
creature as well as hostiles. 


The Brotherhood of the Forest also keeps 
an eye on these areas, to ensure they are 
not abused. 


When you decide to venture off the beaten 


path to Explore the Forests or Woodlands, 
refer to the Wooded area find tables. 
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EXPLORING IDG 


If you decide to Explore the Woodlands or 
Forests then use the Exploring method 
explained earlier. 


It uses the 1d6 for prompting your 
imagination. 


Roll 1d6 for Guidance. 


A One: Is Finding something. You 
should Find something that makes sense 
for the Area you are Exploring. Then roll 
1d6 again and read one to six for its worth. 
1 is useless to 6 very Valuable. 


A Two: Is a Good fortune. An easy trail 
or great weather etc. 


A Three: Is a Discovery. This could be 
good or bad. An overgrown burial site. Is it 
haunted? A Spring of fresh water. 


A Four: Is a Slight Hinderance. The 
path is rough and hard to follow. 


A Five: Is a Major Obstacle. The path 
is heavily overgrown. You may go back or 
search for another way. 


A Six: Is Bad luck. This may be damage 
to yourself or the loss or damage to an item 
you carry, or even a Hostile encounter. 


he only real rules here, are to keep 
the Exploration related to the Area 
that you are exploring. It is not to be 
used in place of the Journey Rolls. 
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WOODED FIND TABLE 
1D4. 1 2 3 4 


BODY * ROLL1D4 ON A POUCH OF 1D20 


HAND AXE A POUCH OF ID12 


BODY TABLE NUTS DRIED FRUIT 
A POUCH OF 1D20 
2) BED ROLL A SAPLING BERRIES WHETSTONE 
3 POUCH OF JERKY HUNTING KNIFE BAG OF ID4 APPLES BUNDLE OF STICKS 
S$XCK OF SMALL 
4 BIRD SNARE HEALING POTION one: SLING 
WOODED BODY TABLE 
ID4 BODY OF 1 2 3 4 
1 HUNTER HEAVY SHIRT HEAVY PANTS WIDE BELT BOOTS 
2 XANIMAL WOLF BEAR BORE FOX 
3 TRAVELER SHIRT PANTS LEATHER BELT HIGH BOOTS 
4 MAERCHANT FLASK LEATHER VEST MAONEY POUCH DAGGER 
UNSKILLED: SKILLED: 
1-2: NOTHING 1-2: POOR FIND 1D4-2 QTY 
3-4: NMAISIDENTIFY 1D4 - SICKNESS 3-4 NAEAGRE FIND 1D4-1 QTY 
5-6: POOR FIND 1D4 -2 QTY 5-6: DECENT FIND 1D4+2 QTY 
7-8: NAEAGRE FIND 1D4 -1 QTY 7-8: GREAT FIND 1D4+4 QTy 


Roll 1d8 for what type of Plant you have found. Misidentify is from Non-Edible column. 


WOODED AVAILABLE PLANTS 


EDIBLE PLANTS FOOD GAIN NON-EDIBLE . FOR POTIONS VALUE 
CHANTERELLE DZ =MEAL 2 BP BRACKEN FERN BIG 
MORELS 6= MEAL 2 BP CASTOR BEAN 4C 
CURLED DOCK 6= MEAL 2 BP TOAD STOOL 3C 
ASPARAGUS 6= MEAL 2 BP COCKLEBUR 3C 
WOOD SORREL 6= MEAL 2 BR COW PARSNIP 3C 
BILBERRIES 6= MEAL 2 BP HEMLOCK 1§ 
SORREL 6= MEAL 2 BP NIGHTSHADE 4c 


DANDELIONS 6= MEAL 2 BP SNAKEROOT 4C 
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TYPE OF 
CREATURE 


RABBIT 
SQUIRREL 
GROUNDHOG 
DEER 
GAME HEN 
FROG 

FISH SM 
FISH MD 
FISH LG 
CRAYFISH 
TURTLE 
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WOODED NON COMBATANT CREATURES 


*TN 


TYPE OF MAETHOD VSED 


TRAP/ - *WEAPON 

TRAP/ - *WEAPON 

TRAP/ - *WEAPON 

*WEAPON 

TRAP/ - *WEAPON 

HAND/ - *WEAPON 
CASTING NET / WATER TRAP 
POLE / CASTING NET / HAND/ *WEAPON 
LARGE NET / HEAVY POLE / *WEAPON 
FINE CASTING NET / WATER TRAP 
DRAG NET / WATER TRAP / HAND 
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AS FOOD 
1 MEAL 
1 MEAL 
1 MEAL 
160 MEALS 
1= MEAL 
3 = MEAL 
3 = MEAL 
2= MEAL 
1= MEAL 
6 = MEAL 
1= MEAL 


GAIN 


2 BP 
2 BP 
2 BP 
3 BP 
2 BP 
2 BP 
1 BP 
4 BP 
4 BP 
3 BP 


2 BP 
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1. You are offered a ride on a farm wagon. 
2. The air: is fresh and clean. +1bp restored. 
3. Two Wolves * come at you. 


4. You find some vegetables: that fell from a 
cart. Roll 1d6 1. Onions, 2. Carrots, 3. Heads of 
Cabbage, 4. Lettuce, 5. Potatoes, 6. Ears of Corn. 
Roll 1d8 for quantity found. 


5. You meet a Seamstress: who offers to repair 
any damaged clothing, or sewable items. 2c ea. 


6. You step in a rut: twisting your ankle. -1d4 
dmg. 


7. You see wagon tracks: going off the road and 
over a steep hill. You go to the edge and see it 
flipped over on its side. Investigate or journey on? 


If you choose to investigate, roll 1d4 to find out 
what the Cart was carrying. 1. Dung, 2. Empty, 3. 6 
Sacks of potatoes , 4. 3 Kegs of wine. Roll 1d4 to 
see the status of the Farmer: 1. Dead, 2. Absent, 3. 
Injured, 4. Resting but Fine. What do you do? 


8. It suddenly starts to rain: 1d4 1. Storm - take 
cover or -1d4bp, 2.Heavy, 3. Light, 4. Sprinkle. 


9. The Road: is washed out, you need to detour. 
Lose thr travel time. 


10. You find some wild 1d4 1.Gooseberries 
2. Huckleberries, 3. Blackberrys, 4. Strawberries. 


11. A Traveler asks to join you: 

12. You lose a food item: 

13. You discover: a roadside pond. Fish? 

14. The wind starts to blow: 1d4 1. Very strong 
-find shelter or -2bp, 2. Steadily against you, ihr 
delay,3. At your back -1 journey roll, 4. A gentle 
breeze. 


15. You are attacked by: 1d4 Rats. * 


16. A Healer: offers to heal for 4 copper per point. 


17. A Hired hand: Wishes to journey with you. 


18. You stumble: over a stone in the road. -1bp. 
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19. You discover a broken down wagon: 

The owner is a Blacksmith and apprentice . They 
offer to repair any Weapon or Armor free of charge, 
if you will help them replace the wheel on the 
wagon. 


20. You come to a roadside stand: They have 
Blackberries by the cup 1c. Wine 1s per jug. 


21. You are attacked by Bugs: * 
22. You find a wild Grapevine: 1d12 qty. 
23. AGambler: wants to roll for high score. 


24. You lose a tool: To search for it roll 1d4 until 
you get a 4 to find it. Each roll is 15 minutes. 


25. You discover a body: Roll on area table. 

26. Two Farmers are talking: Join in? 

27. A Rake:has fallen off a wagon, you don’t see it 
and step on it. It flys up and hits you in the face. 
You take 1d4 bp damage. You can take the rake. 
28. A traveling Apothecary: offers 1 free potion 
as a sample. You may choose. Healing, or Disease 


cure. 


29. You see a Cow: wandering down the road. 
Try to catch it and find the owner? 


30. You notice a Scarecrow: Suddenly it comes 
toward you and you find out it is a Ghoul. * 


31. You spot something shiny: It’s a Gold coin. 
32. A Farmer: is having a hard time carrying 
three large bags. He offers to provide a meal if you 
will help him carry the bags home. 

33. A Wild Boar: * charges from a thicket. 


34. A Farmer: has a rat problem. He will pay 3c 
for every rat head you deliver. Fight a few Rats? 


35. A Fog rolls in: 1d4 1. Thick 1hr delay, 2. 
Heavy 30 min delay, 3. Patchy, 4. Light. 


36. You snag your clothing: on some thorns. 
It will certainly need some repair. 


37. You find a Torch: 1d4 hours left. 
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38. A violent hail storm: comes upon you 
suddenly. Take shelter or 1d6 bp damage. 


39. A elderly Farmer: says he has a mole 
problem. He explains how to stab them with a 
pitchfork and says you can use his, or any other 
weapon you have to get them. He offers 1c for 
each one you that you get. To Mole hunt roll 1d6: 
1,2,3 is a miss - 4,5,6 is a hit. You may roll a max 
of 12 times per hour. 

40. You find: a small stream of fresh water. 


41. Something in the breeze: is making your 
eyes water and itch. 


42. A Farmer: is offering a hot meal and 3c fora 
full days help. 


43. You spot something shiny: A silver coin. 
44. You stepped in a cow pile: 15 min delay. 
45. There is a local celebration: Join in? 

46. You spot something shiny: A gold coin. 
47. Two wolves * are eating a kill: ? If yes 
48. A Monk: would like to journey with you. 

49. You spot something shiny: A copper coin. 
50. You notice a Bundle: * is following you. 
51. You hear a Farmer cursing: You ask what 
the problem is and you are told that a Fairy has 
sewed a ring of Toadstools in the field. The 
Farmer is afraid to touch them, and says I'll pay 
you 3 coppers to remove them. Harvest 12 


Toadstools. 


52. A traveling Wizard: offers to cast a spell of 
protection on you. Roll 1d6 for the temp +bp. 


53. A swarm of Bugs attacks. * 


54. Several Squirrels: are knocking walnuts out 
of a large tree. Gather nuts, hunt Squirrels, both? 


55. A Farmer: with a basket full of eggs, offers 
you 1d4 for free. 


56. A large Pig: being chased by a kid, knocks 
you off your feet. -1d4bp. 


57. You find: Roll on area find table. 


TABLE OF CONTENTS 


58. You find: a sack of 1d20 Walnuts. 


59. You have lost an item: Search for it? Roll 


1d4 until you roll a 4 to find it. Each roll is 15 mins. 


60. You see some farmers: Struggling to 
remove a huge bolder from a field. Help? 


61. A Herbalist has gathered more than they can 
carry and offers you 1d6 items. Roll on local table. 


62. A storm: has left trees and debris across the 
path. Roll a 1d20 challenge greater than 8 to 
navigate thru or take 1 hr delay to go around. 

63. The breeze brings: 1d4 1. A terrible stench, 
2. Aunpleasant oder. 3. A fragrant smell. 4. A 
wonderful enchanting smell. Temp gain ibp. 

64. A Farm Wagon: offers you a ride 

65. A food item: spoils. 


66. A Bear: * has been killing the local livestock. 
The people are looking for someone to kill it. 


67. You discover: a wild grape vine. Collet 1d12. 
68. You are surprised: by 2 Goblins. * 


69. Atraveling Alchemist: Offers you 1d4 free 
rat tails for making potions. 


70. You find a an apple tree: with 1d6 ripe 
apples for the taking. 


71. A large Snake: * Slithers toward you. 


72. A Farmer: asks for help mending fence. 
Will pay 2c per hour and feed you a good meal. 


73. The breeze: is fresh and clean. +1bp restored. 


74. You are attacked by: 1d4 Rats. * 


75. You are offered a ride: on a farm wagon. 
76. You find a fresh water spring: Drink. 
77. A swarm of Bugs * attacks. 

78. You discover a body: Roll on area table. 


79. A local healer: offers 1 free potion as a 


sample. You may choose. Healing, or Disease cure. 


They will train you to make these potions for 1G. 
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80. You trip: over a rut in the road -1bp. 


81. A lost Cow: is walking down the Road. Find 
the owner? 


82. An Apple picker: has too many apples to 
carry and Offers you 1d8. 


83. A wild pig: * Attacks. 


84. A Traveling seamstress: Offers to mend 
any damaged clothing for 3c. 


85. You hear Farmers: singing as the work, It 
does your soul good. +1bp permanent. 


86. A strange music: lulls you to sleep. When 
you awaken one of your items is gone. 


87. A small Box turtle: is stuck on its back. 
88. You find a basket of flowers. 


89. You are attacked by Crows: They do 1bp 
damage per roll, until you roll a 5 or 6 on a 1d6. 


go. A Farmer: is trying to catch a loose pig. 


91. You spot something shiny: in the road, you 
take a close look and find it is a Gold coin. 


92.You are attacked by bees: They do ibp 
damage per roll, until you roll a 4 or 6 on a 1d6. 


93. An Explorer: Offers to journey with you. 
94. The air seems: extra pleasant. +1bp healing. 
95. A Sun cultist * blocks your path. 


96. A Herbalist: Asks for help gathering wild 
plants. They will train you in identification. 


97. You spot something shiny: in the road, you 
take a close look and find it is a Silver coin. 


98. It begins to storm: 1d4 1. Mild with rain, 
2. With High winds, 3. With Lightning, 4. With all 
of it. Take shelter or 1d6 dmg. 


99. A Farmer: offers to show you how to plant 
crops, if you will help? 


100. You discover an old abandon rundown 
farm. Do you investigate? If yes roll twice on the 
area find table. Then you face a Ghost.:* 
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FARMLAND FIND TABLE 


ID4 1 2 3 4 
1 BODY * ROLL1ID4 ON A POUCH OF ID1I2 SACK OF 1D12 BASKET OF 1D6 
BODY TABLE SEEDS POTATOES TOMATOES 
SACK OF 1D12 BASKET OF 1D20 
2 SMOKING PIPE CORN GREENS HOE 
3 SHOVEL BASKET PITCHFORK BANDANA 
4 SACK OF MANURE BAG OF FEED RAKE HAT 


FARMLAND BODY TABLE 


1D4. BODY OF 1 2 3 4 
1 FARMER HEAVY SHIRT HEAVY PANTS WIDE BELT BOOTS 
2 XANIMAL CHICKEN COW PIG GOAT 
3 TRAVELER SHIRT PANTS LEATHER BELT HIGH BOOTS 
4 THIEF HOOD COAT SXCK SOFT BOOTS 
UNSKILLED: SKILLED: 
1-2: NOTHING 1-2: POOR FIND 1D4-2 QTY 
3-4: NAISIDENTIFY 1D4 - SICKNESS 3-4 NAEAGRE FIND 1D4-1 QTY 
5-6: POOR FIND 1D4 -2 QTY 5-6: DECENT FIND 1D4+2 QTY 
7-8: NAEAGRE FIND 1D4.-1 QTY 7-8: GREAT FIND 1D4+4 QTy 


Roll 1d8 for what type of Plant you have found. Misidentify is from Non-Edible column. 


FARMLAND AVAILABLE PLANTS 


EDIBLE PLANTS FOOD GAIN NON-€DIBLE . FOR POTIONS VALUE 
GREENS DZ =MEAL 2 BP JIMSON WEED BE 
CORN 6= MEAL 2 BP CASTOR BEAN 4c 
ONION 6= MEAL 25 ie TOAD STOOL 3C 
ASPARAGUS 6= MEAL 2 BP COCKLEBUR 3C 
BEANS 6= MEAL 2 BP COW PARSNIP 3C 
POTATOES 6= MEAL 2 BP HEMLOCK 1§ 
TOMATOES 6= MEAL 2 BP NIGHTSHADE 4c 
CARROTS 6= MEAL 2 BP SNAKEROOT 4c 
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TYPE OF 
CREATURE 


RABBIT 
SQUIRREL 
GROUNDHOG 
DEER 
GAME HEN 
FROG 

FISH SM 
FISH MD 
FISH LG 
CRAYFISH 
TURTLE 


ABLE OF CONTENTS 


FARMLAND NON COMBATANT CREATURES 


*TN 


TYPE OF MAETHOD USED 


TRAP/ - *WEAPON 
TRAP/ - *WEAPON 
TRAP/ - *WEAPON 
*WEAPON 


TRAP/ - *WEAPON 
HAND/ - *WEAPON 
CASTING NET / WATER TRAP 
POLE / CASTING NET / HAND/ *WEAPON 
LARGE NET / HEAVY POLE / *WEAPON 
FINE CASTING NET / WATER TRAP 
DRAG NET / WATER TRAP / HAND 
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AS FOOD 
1 MEAL 
1 MEAL 
1 MEAL 
160 MEALS 
1= MEAL 
3 = MEAL 
3 = MEAL 
2= MEAL 
1= MEAL 
6 = MEAL 
1= MEAL 


GAIN 


2a Bip 
2 BP 
2 BP 
3 BP 
2 BP 
2 BP 
1 BP 
4 BP 
4 BP 
3 BP 


27 BIR 
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1 ae ere rt on HEAVY ROPE JUG BARREL 

2 LONG POLE RAFT OAR CASTING NET 
3 BASKET BOAT LIGHT ROPE SXCK 

4 BUCKET FISHING POLE 1D8 BAIT DRIFT WOOD 


1 FISHERMAN | HEAvy SHIRT HEAVY PANTS WIDE BELT BOOTS 
2 XANIMAL OTTER BEAVER MINK DUCK 
TRAVELER SHIRT PANTS LEATHER BELT HIGH BOOTS 
4 GAMBLER HAT COAT DICE FINE BOOTS 
UNSKILLED: SKILLED: 
1-2: NOTHING 1-2: POOR FIND 1D4-2 QTY 
3-4: NAISIDENTIFY ID4 - SICKNESS 3-4 MAEAGRE FIND — 1D4-1 QTY 
5-6: POOR FIND 1D4 -2 QTY 5-6: DECENT FIND 1D4+2 QTY 
7-8: NMA€AGRE FIND  1D4-1 QTY 7-8: GREAT FIND 1D4+4 QTy 


Roll 1d8 for what type of Plant you have found. Misidentify is from Non-Edible column. 


“EDIBLE PLANTS —_—‘| FooD GIN NON-€DIBLE . FOR POTIONS VALUE 
“CATTAILS | pz =meat 2BP SUMAC ee | 3c 
BURDOCK 6= MEAL 2 BP CASTOR BEAN 4c 
SORREL 6= MEAL 2 BP TOAD STOOL 3C 
ASPARAGUS 6 = MEAL 2 BP HOGWEED 3C 
WATERCRESS 6 = MEAL 2 BP COW PARSNIP 3C 
ARROWHEAD 6= MEAL 2 BP HEMLOCK 1§ 
PLANTAIN 6 = MEAL 2 BP NIGHTSHADE 4c 
GROUNDNUT 6 = MEAL 2 BP SNAKEROOT 4c 
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TYPE OF 
CREATURE 


BEAVER 
OTTER 
MINK 
DEER 
DUCK 
FROG 
FISH SM 
FISH MD 
FISH LG 
CRAYFISH 
TURTLE 


ABLE OF CONTENTS 


RIVER. NON COMBATANT CREATURES 


*TN 


TYPE OF MAETHOD VSED 


TRAP/ - *WEAPON 

TRAP/ - *WEAPON 

TRAP/ - *WEAPON 

*WEAPON 
TRAP/ - *WEAPON 
HAND/ - *WEAPON 
CASTING NET / WATER TRAP 
POLE / CASTING NET / HAND/ *WEAPON 
LARGE NET / HEAVY POLE / *WEAPON 

FINE CASTING NET / WATER TRAP 
DRAG NET / WATER TRAP / HAND 
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AS FOOD 
1 MEAL 
1 MEAL 
1 MEAL 
160 MEALS 
1= MEAL 
3 = MEAL 
3 = MEAL 
2 = MEAL 
1= MEAL 
6 = MEAL 
1= M€AL 


GAIN 


22 BIP 
2 BP 
2 BP 
3 BP 
2 BP 
2 BP 
1 BP 
4 BP 
4 BP 
3 BP 


2 wip 
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1. You are attacked: by a Trunk:* 

2. An Explorer: asks to join you. 

3. You find: a Bag of 1d6 Pitons. 

4. You are seen by:1d4 Timber Wolves:* 


5. If anyone is traveling with you: they decide 
to go their own way. 


6. You find an abandon campsite: It seems it 
was abandoned quickly. You find Roll 1d4 twice 
For two items: 1. Pickaxe, 2. 1d20’ of heavy Rope, 
3. Grappling hook, 4. 1d6 Pitons and a hammer. 
7. You face a Hill Ogre:* 

8. A Hunter: Offers to sell you some meat. 

9. You find: a woodsman’s Axe. 

10. A Bear:* Rushes at you. 

11. You spot a large Deer: Hunt? 

12. You find: 1d8 firewood. 

13. You see: a brush pile and figure you will 
gather some for firewood, but as you approach, it 


rises up, it is a Bundle:* 


14. A Trapper: is checking traps. Asks if you have 
any pelts to sell? 


15. You find a Lake: Fish? 

16. A Hog Head: * Attacks. 

17. A Bounty Hunter: is Tracking a Thief. She 
offers to train you in tracking, if you allow her to 
join you for 1d12 miles. 

18. You find: A Torch with 1d4 hours use left. 

19. A Sorcerer: * appears out of nowhere. 

20 You spot a Mountain Goat: hunt? 

21. You find: A Shovel. 

22. A cavity in the hillside: has what looks to be 


a pile of rubble: As you approach you find that it is 
a Rubbleback. 
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23. A group of Miners: are camped here. They 
ask you to share a meal and what to know if you 
have anything to trade? 

24.You locate: a fresh stream of water. 


25. A Mossman emerges. 


26.Two Miners: are fighting three wolves. Join 
in the fight? 


27. You find a Cavity: in the hillside. It looks 
like a great place to rest or take shelter. 


28. A Lost Spirit: appears from a hillside mine 
cave in. 


29. Two Monks: gathering seedlings, ask for 
assistance. In return they will heal any aliments. 


30.You discover: a clear mountain pool. 
Drink, Fish, Fill your Water skin. 


31. A Giant Rat: is feeding on a goat carcass. It 
hasn’t seen you yet. Surprise Attack or Sneak by. 


32. A Herbalist: Asks for help gathering wild 
mountain plants. They will train you in proper 
identification. 

33. The sky: is clear and the sun warms you. 

34. A Dweller: * Crawls out from a sinkhole. 

35. A Young Miner: is giving up and asks if you 
want to buy or trade for any of his equipment. 
He has: A lantern, oil, Pickaxe, Shovel, Rope, 
Pitons, and Hammer. Negotiate? 


36. You discover: an abandon Hunting cabin. 


37. Avalanche: Roll 1d20 greater the 10 to avoid 
it. If you fail, lose 1 item & take 1d6 damage. 


38. You find a Body: Roll on area body table. 

39. You discover: an abandon Mining cabin. 

40. The weather: turns bad: 1d4 1. Rain 2. Heavy 
Rain 3. Heavy rain and hight winds. 4. Thunder 


storm. Take cover or take 1d6 damage. 


41. An abandon Bear cub: wants an owner. 
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42. You find a Vial: of 1d4 1. Oil, 2. Ink, 
3. Acid, 4. Holy Water. 


43. A Hog Head:* is setting by a fire eating.. 


44. A Druid: Offers Healing, and Blessings, and 
would also like to join you for 1d6 miles? 


45. You find: a small tent. 


46. A Miner: has went insane and comes at you 
with his pickaxe. 


47. A family: is trying to pass thru the mountains 
and have run out of supples. They ask if you can 
spare anything or if you will guide them to the next 
town. 


48. You find: an Iron pot. 


49. A Giant Spider: * suddenly drops from the 
ledge above. 


50. It begins to Rain: 1d4 1. Thunder Storm, 
2. Heavy downpour, 3. Steady rain, 4. Mist. 


51. You find: a worn backpack. It contains the 
following, a wooden plate, bowl, and cup. 


52. A Landslide: has deposited a massive amount 
of uprooted trees and rocks blocking the path you 
are on. Try to navigate thru the debris 1d20 
challenge to roll greater than 10, or take a 1hr 
delay to walk around it. If successful gain 1 Will. 

If you fail, you fall and sustain a 1d6 injury. 


53. The mountain air: is 1d4 1. Freezing 2. Cold 
3. Cool 4. Perfect. 


54. You find: a 10’ pole. 

55. A Creek: is all rapids now due to a rain storm. 
It will take greater than 12 on a 1d20 roll to cross. 
On fail you will be swept downstream until you roll 
a4onadq4. 

56. A Hunter: asks if you’ve seen any Bear. 

57. The cry of an Eagle: lifts your Spirit. 

58. A Moon Eye*and Sun Cultist*are fighting. 


Watch the fight and take on the weekend winner, 
Sneak by, or Surprise attack now. 


59. A Fur Trapper: is checking traps. 


60. You discover: a Goblin camp. Are they 
nearby? Roll 1d4 to find out. 1. Yes and they have 
seen you, 2. Yes, but they haven’t noticed you, 

3. No, 4. No, and they left a bag of 1d6 herbs. 
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61. You find: an amulet with a strange symbol. 


62. You discover: a Tomb cut into the side of the 
mountain. 


63. You are jumped: by two Goblins.* 

64. You discover: a collapsed mine entrance. 
You see a pile of rubble, but as you take a closer 
look you find that it is a Rubbleback.* 


65. You find a Scroll Case: Inside is a quill pen, 
a vial of ink and a blank parchment. 


66. A Bear:* is feasting on a Deer. It hasn’t 
noticed you. Sneak by, or Surprise attack. 


67. You see: a tall stone obelisk with no marking. 
68. You find: a small chunk of gold ore. 

69. A Bundle:* attacks without warning. 

70. You Discover a Mining camp and also a 
Miner: 1d4 = 1. Dead, 2. Dying, 3. Critical Injury, 
4. Minor Injury. What do you do? 


71. You find: a small chunk of silver ore. 


72. A Snake:* is coiled on a flat rock. 


73. A Miner: is having a hard time carrying three 
large bags. He offers to provide a meal if you will 
help him carry the bags home. 

74. You find: a small chunk of copper ore. 


75. A Bat:* Flys out of a small opening. 


76. A Hunter: asks you for help field dressing a 
Bear. He will train you to field dress. 


77. You discover: a crystal clear spring. 


78. A Ghost:* rises up from the remains of a 
fallen adventurer. 


79. You meet a fellow Adventurer: They offer 
to join you? 


80. You discover: an old shack. Inside you find a 
Copper 1d4 1. Cup, 2. Bowl 3. Spoon, 4. Bracelet. 


81. Suddenly: Out of nowhere an Imp* appears. 
82. You find: what looks like the leftovers from a 
celebration. A keg of ale and three wooden mugs. 


The campfire is out and cold. Maybe somebody 
struck gold. Rest here? 
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83. Avalanche: Roll greater than 12 to avoid it. 
If you are caught up in it. lose 1 item, damage 1 
item and take 1d6 dmg. 


84. A Bounty Hunter: asks to join you. He is 
looking for a thief. 


85. You spot: an Elk. Hunt? 


86. You trip: over a jagged rock, fall and take 1d4 
damage. 


87. A Thief: asks to join you. 


88. You find a backpack: it contains a water 
skin, blanket, tinderbox and a days ration. 


89. It starts to snow: 1d4 1. It becomes a 
Blizzard take shelter or 1d6 damage, 2. It becomes 
Heavy thr delay, 3. Lightly 4. A dusting. 


90. A Hoghead: with it’s hands up in Surender 
asks if you can change him back into a man. 


91. A fur Trader: asks if you have anything to 
trade. Negotiate? 


92. A branch: breaks and falls just as you pass 
beneath it. You take 1d4 damage. 


93. A Monk: offers healing for 1s per point 
94.You find: a woodsman’s axe and a whetstone 


95. A Fissure: has ripped thru the path. Find a 
way around it. -1hr delay. 


96. A Miner’s chart is broken: He asks if you 
can help repair it. If not he asks if you would help 
carry the bags of ore to the next town or trading 
post? 


97. The Sun: feels good and the sky is clear. 


98. A Dweller: crawls out of a fissure. It senses 
your presence. 


99. You discover: a small Lake. Drink, fish? 


100. You discover: a remote trading post. 
They deal in meats, furs, plants, mountaineer, 
hunting, trapping and mining supplies. You may 
negotiate a price for any goods that you wish to 
buy, sell or trade. 
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MAOUNTAIN FIND TABLE 
1D4 1 2 3 4 


BODY * ROLL1ID4 ON 


1 BODY TABLE HEAVY ROPE BACKPACK BLANKET 
2 HAND AXE TORCH 1D6 PITONS TINDERBOX 
8 HAND SHOVEL PICKAXE CLIMBING ROPE BEDROLL 
4 LANTERN SMALL TENT RATION FIRE WOOD 
MAOUNTAIN BODY TABLE 
I1D4 BODY OF 1 2 3 4 


1 EXPLORER HEAVY COAT HEAVY PANTS BACKPACK HEAVY BOOTS 
2 *XANIMAL MAT GOAT BEAR DEER WOLF 
3 TRAVELER COAT & SHIRT PANTS POUCH HIGH BOOTS 
4 GAMBLER HAT COAT DICE FINE BOOTS 
UNSKILLED: SKILLED: 
1-2: NOTHING 1-2: POOR FIND 1D4-2 QTY 
3-4: NAISIDENTIFY 1D4 - SICKNESS 3-4 NAEAGRE FIND 1D4-1 QTy 
5-6: POOR FIND 1D4 -2 QTY 5-6: DECENT FIND 1D4+2 QTY 
7-8: NAEAGRE FIND 1D4.-1 QTY 7-8: GREAT FIND 1D4+4 QTy 


Roll 1d8 for what type of Plant you have found. Misidentify is from Non-Edible column. 


MAOUNTAIN AVAILABLE PLANTS 


EDIBLE PLANTS FOOD GAIN NON-€DIBLE . FOR POTIONS VALUE 
CURRANT DZ =MEAL 2 BP SUMAC BG 
PINE NUTS DZ =MEAL 2 BP MAONKSHOOD 4c 
RASPBERRY DZ =MEAL 2 BP TOAD STOOL 3C 
PRICKLY LETTUCE DZ =MEAL 2 BP DEATH CAMAS 3C 
CREEPING THISTLE DZ =MEAL 2 BP LARKSPUR 3C 
DANDELION DZ =MEAL 2 BP HEMLOCK 1§ 
LAMBS QUARTERS DZ =MEAL 2 BP LUPINE 4c 


GROUND CHERRIES DZ =MEAL 2 BP LOCOWEED 4c 
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TYPE OF 
CREATURE 


BEAVER 
OTTER 
MINK 
DEER 
MAT GOAT 
ELK 

FISH SM 
FISH MD 
FISH LG 
CRAYFISH 
TURTLE 
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MAOUNTAIN NON COMBATANT CREATURES 


*TN 


TYPE OF MAETHOD USED 


TRAP/ - *WEAPON 
TRAP/ - *WEAPON 
TRAP/ - *WEAPON 
*WEAPON 
*WEAPON 
*WEAPON 
CASTING NET / WATER TRAP 
POLE / CASTING NET / HAND/ *WEAPON 
LARGE NET / HEAVY POLE / *WEAPON 
FINE CASTING NET / WATER TRAP 
DRAG NET / WATER TRAP / HAND 


UNCHAINED TTRPG BY R.A. RICE © 2023 


AS FOOD 


2 MEALS 
2 MEALS 
2 MEALS 
160 MEALS 
25 MEALS 
160 MEALS 
3 = MEAL 
2= MEAL 
1= MEAL 
6 = MEAL 
1= MEAL 


GAIN 


2 BP 
2 BP 
2 BP 
3 BP 
2 BP 
2 BP 
1 BP 
4 BP 
4 BP 
3 BP 


2 BIR 
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SWAMP AREAS 


1. A large Alligator :* rushes up on you. 


2. A Herbalist: is gathering moss from cypress 
trees. She asks you would like to help. 


3. You find a Bait house: Buy, sell or trade. 
4. You are attacked: by a Mossman.* 

5. You find: 1d4 Alligator :* eggs. 

6. You Discover a shortcut: -1 Journey roll. 
7. A Tentacle:* lashes out from the swamp. 


8. A Swamper: asks if you want to go 
Alligator :* hunting? 


9. You discover: a body. Roll on local body table. 
10. A Leech:* attacks from a swampy pool. 

11. You see: a will-o’-the-wisp. Follow it? 

12. You find a sack: of 1d6 local plants. 

13. A Giant Frog: leaps forward and attacks. 


14. You see: bones dangling from the tree limbs. 
They cover a wide area. 


15. A Swamp boat: offers a ride. -1 Journey roll. 
16. A Gilleseian:* emerges in front of you. 


17. You discover: an old abandon shack. Inside 
you find 1d4 1. A Ghoul 2. A Ghost 3. A Lost 
Spirit 4. A wooden chest full of 1d20 copper, 1d6 
Gold. 


18. You stumble: over something. You look to 
see what it is and you find it to be the corner of a 
large chest protruding from the ground. 1 hr to Dig 
it up? If you do, It contains 3 random items from 
the Swamp find table. 


19. A Giant Worm:* bursts from the swamp. 
20. It begins to Rain: 1d4 1. Storm find shelter 
or take 1d4 dmg. , 2. Heavy downpour 1 hr delay, 
3. Light Sprinkle, 4. Mist. 


21. The Swamp air: Seems fresh. 
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22. Two Tanglevine: ensnare you. 


23. A Bard: is looking for inspiration and wants 
to join yo for 1d12 miles. 


24. You set down on a stump: to rest and you 
notice it gives a bit. On closer examination you 
find that it has been hollowed out and the top 
comes off. Inside you find a bag of 1d12 silver 
coins, 1d6 gold coins and 1d20 copper coins. 


25. You see: A rope tied to a tree that disappears 
into some Quicksand. If you choose to pull it up 
you will find 1d4 attached. 1.Skeleton 2. Imp 

3. A Body, roll on table. 4. A Bag of 1d12 silver 
coins and 1d6 Gold coins. 


26. A Cartographer: is mapping the area and 
wants to know what you have seen so far. They 
offer to pay for good information. 1d4 copper. 


27. You find: a lantern hanging on a dead tree 
branch. It has 1d4 oil left. 


28. You see: the ground bubbling. As you stare at 
it, the spirit of a, roll on Body table, appears and 
attacks. Use NPC stat table. 


29. ASwamp Witch: offers healing potions for 
one gold coin each. 


30. You find: a planked trail thru a mushy area. 
Save 1 journey roll. 


31. The trees: in this area are covered in Spider 
webbing. ihr delay to go around. Or roll 1d20 
greater than 12 to try and pass thru. On fail you 
face 1d4 Giant Spiders.* If you are successful, 
you gain 1 Will point. 


32. You hear a cry for help: You search and 
locate a Merchant stuck in quicksand. 


33. You see a Quiver: of 1d20 arrows hanging 
on a branch and a broken bow lying on the ground 
below. 


34. This area is particularly mucky: it is very 
hard to walk and keep your footwear on. 


35. An Alchemist: is looking for Leeches or parts 
thereof. 
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36. You stumble into: a patch of mushrooms. 


37. You stumble into: a grove of Toadstools, but 
they are guarded by a Giant Toad.* 


38. A Monk: is looking for Cyprus saplings. 


39. Something shiny: catches your eye. It is a 1d4 
1. Token 2.Copper coin 3. silver coin 4 Gold coin 


40. A Giant Frog:* leaps from a mossy pool. 
41. A Trapper: is checking traps. 


42. You find a half eaten body: roll on the local 
body table. 


43. A Giant Frog and Toad* are battling: you 
can choose to Sneak by them, Surprise Attack or 
wait till the battle ends and fight the winner. Or 
wait till the winner leaves and loot the loser. 


44. You find: a Horse stuck in the swamp muck. 


45. You find: an explorers hat with mosquito 
netting. 


46. You see two Gilleseians:* emerge from a 
nearby watering hole. They have a bag net of fish. 
They haven’t noticed you yet. 


47. You see a man tied to a tree: You go and 
see that he is 1d4 1. Dead, 2. Barely alive, 3. Alive 
but injured. 4. Passed out but okay. What do you 
do? 


48. You discover: a sack hanging from a limb. 
It contains three days rations. 


49. A Huge Aligator:* blocks the path. 


50. This area: is covered in knee deep mossy 
water. You can go around - Journey roll or Wade 
thru, roll 1d20 challenge greater than 15 to wade 
thru. On fail you are attacked by a Giant Leech. If 
successful you gain 1 Bp permanent. 


51. Fairies fly all around: bringing healing. 


52. The Swamp gas reeks: It is so bad that your 
eyes water and nose runs. You need to go around 
take 1 hr delay or roll 1d20 challenge greater than 
15 to trudge thru. On fail you become sick and lose 
1d6 bp. On success you gain 1 permanent point of 
your choosing. 


53. An Elixir maker: is looking to buy Alligator 
items of any kind. 
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54. A Swamper on a flat raft: offers a ride thru 
the watery swamp for 1 silver per mile. 


55. A moss covered Trunk and a Bundle:* 
are walking toward you. They haven’t noticed you 
yet. 


56. You discover: a small wooden crate. Inside 
you find a beautiful stained glass bottle. A note 
reads “Ghis is a Magic lamp.” You rub the lamp 
and 1d4 1. It crumbles as it is made out of sugar, 
2. Nothing happens, 3. Smoke comes out giving 
complete healing, 4. One Token of Resurrection is 
formed and falls to the ground as the lamp 
disappears. 


57. You find a Treehouse: it seems a safe place 
to rest. 


58.Three Goblins:* are attacking a Monk. 

59. A Merchants cart: is sinking slowly in the 
quicksand. They offer a great trade if you will help 
them get it out. 

60. The path: is dry and straight for a change. 
61. A coffin suddenly floats to the surface: 


The lid pops off with a bang and out climbs a 1d4 
1. Litch * 2. Ghost.* 3. Skelton *4. Ghoul.* 


62. You discover a campsite: There are two 
Hunters here. They offer to trade with you. 


63. You find an oil flask: with 1d4 hours worth 
of lamp oil. 


64. Something in the air: is irritating the 
exposed skin causing itching. Need to find a cure. 


65. You get lost: in a large patch of cattails. You 
meet a swamper who is gathering some for food. 
She says “I'll show you the way out if you'll carry 
some cattail bundles for me.” Yes it will delay you 
one hour. No then, you wonder thru the cattails 
rolling a d8 until you roll an 8. Each roll is an 30 
minutes. 


66. You discover a Herbalist shack: The 
herbalist has anti venom, cure disease potions for 
sale for 1 gold each. 

67. You are attacked: by a swarm of Bugs:* 


68. A disoriented woman: asks for protection. 


69. You find a fresh water pond. 
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70. An enormous Snake:* slithers out of the tall 
grass just ahead of you. 


71. A Pirate:* asks you to help him dig up a 
treasure chest. He says that he will give you a 
portion if you will help. What do you do? 


72. You see: several small animals drinking at a 
pond covered with Lilly pads. Hunt, fish drink? 


73. A Giant swamp Rat:* and three other small 
Rats :* are feasting on a Deer carcass. You? 


74. A Trapper: has lost an arm to an Alligator.* 
He asks if you can do any healing or if not will help 
him to find a healer. 


75. You find: a patch of edible plants. 


76. A Mossman:* steps out from behind a large 
Cyprus tree. 


77. You discover a body: Roll on area table. 
78. A woman: is gathering cocoplums. 
79. The humidity is unbearable. 


80. A Swamp hag: offers healing in exchange for 
poison plants. 


81. A gentle breeze feels good. 

82. A Tanglevine:* attacks without warning. 
83. An old man is looking for dry wood. 
84. You find: a leather satchel of notes in a 
language you cannot read. As you look at them a 
Smuggler:* shows up and claims they are his. 
85. You notice dark pool: As you look at it, it 
begins to bubble. Then a Giant Leech thrusts out 
of the pool. 

86. A Herbalist: is gathering local plants. 

87. You find: a run of blackberries. 


88. Two Moon Eye Cultists:* block your patch. 


89. A fisherman: has more than he wants to 
carry and offers you two medium sized fish. 


90. You find: an unused torch stuck in a tree. 


91. The foul stench of rotting flesh: fills the 
air making you feel ill. -1bp. 


TABLE OF CONTENTS 


92. Swamp gas: is so thick here, it is like a fog. 
Go around thr delay. Roll 1d20 challenge greater 
than 15 to make it thru unharmed. On success gain 
1 Will. On fail take 1d8 damage. 


93. Some buzzards: are busy feasting on a 
partially submerged body. Let them eat or shew 
them away and see if there is anything salvageable 


94. You find: a Scroll case. Inside is three sheets 
of parchment a vial of ink and a quill pen. 


95. The path: goes thru a forgotten cemetery. 
Roll 1d4 1. Litch 2. Ghost 3. Ghoul 4. Skeleton 


96. A body: is floating in the swamp. If you want 
to try to pull it in roll 1d20 challenge greater than 
10. If successful roll on body table. 


97. You find: 1d4 1. An empty water skin 
2. An empty wine skin 3. A full Wine skin 
4. A full Water skin. 


98. A large Bear: *has spotted you 


99. You Discover a fishing camp and also a 
Fisherman: 1d4 = 1. Dead, 2. Dying, 3. Critical 
Injury, 4. Minor Injury. What do you do? 


100. You hear music: You follow it and find a 
tiny remote village is having a celebration. They 
notice you and ask you to join in. 
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BODY * ROLL 1ID4 ON 
1 BODY TABLE HEAVY ROPE JUG BARREL 
Z TRAP TOBACCO POUCH SNARE CASTING NET 
VIAL OF SNAKE 
3 BASKET Boe LIGHT ROPE SACK 
VIAL OF ANTI 
4 BUCKET FISHING POLE BAIT VENOM 


1 FISHERMAN SHIRT PANTS BELT BOOTS 
2 XANIMAL ALLIGATOR BEAVER OTTER COOT 
3 TRAVELER SHIRT PANTS LEATHER BELT HIGH BOOTS 
4 GAMBLER HAT COAT ID6 SILVER COINS FINE BOOTS 
UNSKILLED: SKILLED: 
1-2: NOTHING 1-2: POOR FIND 1D4-2 QTY 
3-4: NAISIDENTIFY ID4 - SICKNESS 3-4. NMAEAGRE FIND — 1D4-1 QTY 
5-6: POOR FIND 1D4 -2 QTY 5-6: DECENT FIND 1D4+2 QTy 
7-8: MA€AGRE FIND  1D4-1 QTY 7-8: GREAT FIND 1D4+4 QTy 


Roll 1d8 for what type of Plant you have found. Misidentify is from Non-Edible column. 


EDIBLE PLANTS FOOD GAIN “NON-€DIBLE . FOR POTIONS VALUE 
CAT TAILS DZ =MEAL 2 BP SUMAC BC 
BURDOCK 6= MEAL 2 BP CASTOR BEAN 4c 
SORREL 6= MEAL 2 BP TOAD STOOL 3C 
ASPARAGUS 6= MEAL 2 BP HOGWEED 3C 
WATERCRESS 6= MEAL 2 BP COW PARSNIP 3C 
ARROWHEAD 6= MEAL 2 BP HEMLOCK 1§ 
PLANTAIN 6= MEAL 2 BP NIGHTSHADE 4c 
GROUNDNUT 6= MEAL 2 BP SNAKEROOT 4c 
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SWAMP NON COMBATANT CREATURES 


TYPE OF 
CREATURE 


BEAVER 
MAASH RABBIT 
OTTER 
DEER 
COOT 
FROG 
FISH SM 
FISH MD 
FISH LG 
CRAYFISH 
TURTLE 


ABLE OF CONTENTS 


*TN 


TYPE OF MAETHOD USED 


TRAP/ - *WEAPON 
TRAP/ - *WEAPON 
TRAP/ - *WEAPON 
*WEAPON 


TRAP/ - *WEAPON 
HAND/ - *WEAPON 
CASTING NET / WATER TRAP 
POLE / CASTING NET / HAND/ *WEAPON 
LARGE NET / HEAVY POLE / *WEAPON 
FINE CASTING NET / WATER TRAP 
DRAG NET / WATER TRAP / HAND 
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AS FOOD 
1 MEAL 
1 MEAL 
1 MEAL 
160 MEALS 
1= MEAL 
3 = MEAL 
3 = MEAL 
2= MEAL 
1= MEAL 
6 = MEAL 
1= MEAL 


GAIN 


2 BP 
2 BP 
2 BP 
3 BP 
2 BP 
2 BP 
1 BP 
4 BP 
4 BP 
3 BP 


25BiR 
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CRAB ISLES 


off the east coast of Rhagrhyfel. The south most island of the 

Crab isles lies 12 miles east of the fishing village of Fair- 
Weather. The large center isle is located 12 miles from Tidewater and 
the northern two isles are located 6 and 12 miles from Pirate Bay. 


T he Crab Isles are a small chain of four tropical islands located 


The population of these islands is unknown. 

The inhabitants of the isles vary from village to village. Some of the 
tribes are made up of small groups of hostile warriors, while others 
are peaceful hunter gatherers. 


The Pirates and Smugglers often trade with the Tribes, but all parties 
remain wary of the other. 


There are a great many exotic edible and medicinal plants as well as a 
variety of wildlife on these isles. 


One should use caution if venturing there to Explore. 


Use the Jungle area Journey and find tables when on the Crab Isles. 
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JUNGLE AREAS 


1. The sand: begins to move and a Giant Worm 
bursts forth in front of you. 


2. You see: two Pirates digging along the tree 
line. 


3. You find: a Palm tree with 1d8 coconuts. 


4. You see: A Giant Crab * digging in the sand 
in front of you 


5. A island fisherman: offers to trade. 
6. You find: A Banana tree with 1d6 ripe fruit. 


7. You are spotted: by a Tribal Warrior.* 


8. An islander: is gathering bananas and offers 
you one. 


9. You discover: a huge growth of Sugarcane. 
10. Aswarm of Bugs * attacks. 


11. An islander: is gathering papayas and offers 
you one. 


12. You find: a long blowgun. 


13. You see: A Pirate and a Tribal Warrior in 
the middle of trading. 


14. You discover: an abandoned hut. 

15. You find: 1d6 blowgun darts. 

16. A Gilleseian:* bursts from the water. 
17. A Native: is gathering plants. 

18. You find: an islander spear. 

19. A Giant Leech:* surprises you. 

20. A Native: is gathering seashells. 


21. A Witchdoctor: offers healing in exchange 
for teeth. 1bp per tooth. 


22. A Tentacle:* has a hold of a native fisherman. 


23. Some natives are Clam digging: 
They motion you to join in and share the harvest. 
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24. A Monkey: hits you on the head with a 
coconut. You take 1d4 damage. 


25. A Macaw Parrot: Squawks about a treasure. 


26. Something: is reflecting light. You find a 
large magnifying glass. 


27. A Wild Hog: * charges from the jungle. 
28. Some islanders: are cutting bamboo. 
29. You see: A monkey with a spyglass. 


30. You hear something: and turn to see that a 
Zombie is following you. 


31. A tropical storm: has blocked the way with 
huge area of fallen trees and debris. -hr delay 


32. You find: a locked chest barely hidden in the 
tall grass. 


33. A tropical storm: is blowing in, take cover or 
take 1d6 damage. 


34. You find a Pirate tied to a tree: There are 
skulls on poles on either side of him. He begs you 
to free him. 

35. You find a sack of: 1d4 1. Tiny Sea shells 

2. Oysters 3. Bones 4. Shark teeth. Roll 1d8 for 
quantity. 

36. A Smuggler::* drops down from a tree. 

37. ASnake:* is coiled around a young islander. 


38. You find: a snare. 


39. A Tribal Warrior:* tries to do a surprise 
attack. 


40. You find: an abandoned fishing camp. 
41. You find: a patch of Zombie Fungus. 


42. Two Tanglevines:* come at you from 
opposite sides of the path. 


43. An Explorer: wants to join you. 


44.You find: a Clear water pool. 
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45. You are confronted by a Sand Dragon:* 
46. You come to a plank and rope bridge: 
that stretches over a fast moving river. It looks to 
be in pretty good shape. 

47. You find: a Pirate Saber. 

48. A Ghost:* appears out of the mist. 

49. You find a body: roll on local table. 


50. You discover: a bag of 1d10 coconuts. 


51. Three Skeltons: hang from a tree. As you 
approach they cut their rope and attack. 


52. You discover: an abandon hut. Inside you 
find 1d4 1. A Ghoul: * 2. A Ghost: * 3. A Lost 
Spirit :* 4. A wooden chest full of 1d20 Copper, 
1d6 Gold, 1d8 Silver. 


53. You find: a fishing spear. 


54. You see a pond: with frogs and turtles all 
around. You are surprised by an Alligator:* 


55. A Herbalist: is gathering island plants and 
asks for assistance. 


56. The weather is perfect. 


57. You notice: an increased amount of webbing 
in the trees. Then you notice the Giant Spider:* 


58. The Island fishermen’s: net is full and they 
need help to drag it in. 


59. You find: 1d8 edible plants. 


60. 1d4 Rats:* rush out of the jungle in front of 
you followed by a Giant Rat:* 


61. A Monk: is looking for fruit tree saplings. He 
asks you to assist. 


62. You discover: a raft. 


63. A Lost Soul:* drifts up from the ground in 
front of you. 


64. A slimy ooze: covers the path go around 1 hr 
delay or try to wade thru. Roll a 1d20 challenge. 
On fail take 1 hr delay cleaning leeches off yourself 
and id4 bp damage. On success gain 1 Will. 

65. You find: a small bag with a large pearl in it. 


66. You face a Giant Frog: * 
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67. You discover: a friendly village. They wish to 
trade food items with you. 


68. A islander: offer you some fresh fruit. 144 
1. Banana 2. Papaya 3. Avocado 4. Grapefruit 


69. A giant Toad: * Hops onto your path. 
70. A Monkey: wants an owner. 
71. You discover: a Waterfall and pool. 


72. A Giant Rat: is eating on some remains. It 
has not noticed you as yet. 


73. You discover: a friendly village. They wish to 
know if you have any rum or wine?. 


74. A talking Parrot: setting on a dead Pirate is 
looking for a new owner. 


75. A huge Boa constrictor: * has a Hog head 
encircled and it screams for help. 


76. The islanders: are having a pig roast and 
motion for you to join them. 


77. You discover: an abandon hut. Roll twice on 
the local find table. 


78. You find yourself: stuck in between two 
Tribal Warriors:* one is ahead of you and the 
other is behind. 


79. An islander: wants to trade. 

80.You discover: a large clear pool. 

81. A Tentacle:* whips around in a battle with a 
Tanglevine:* Unfortunately your path goes thru 
the middle. 


82. It begins to rain. 


83. You find: a grapefruit tree. 1d8 grapefruit are 
ready to eat. 


84. A Moon Eye Cultist:* blocks your path. 
85. A spear fisherman: offers to train you. 


86.You find: a banana tree. 1d8 fruit is ready to 
harvest. 


87. A group of 1d4 Goblins:* are seen exploring 
the islands. 


88. A Capybara: runs across your path. 


IIS 


89. The area: is full of Tanglevines* You may 
go around with thr delay or fight thru 1d4+1 
Tanglevines. 

90. The beautiful jungle birds: lift your spirit. 
91. You discover: a camp site. Search? 


92. Two Bundles: attack without warning. 


93. A Monk: is gathering fruit tree saplings and 
asks if you will help? He will heal you if you help. 


94. You find: a small fur covered pouch. Inside 
you find 1d4 1. Animal bones, 2. Pretty Sea Shells, 
3. Asingle large Pearl, 4. 1d6+1 small Pearls. 

95. A Sorcerer: * appears in front of you. 


96.You come to an abandon camp. 


97. You discover: a coconut grove with 12 trees. 
Each has 1d6 coconuts. 


98. A Gilleseian:* and a Tribal Warrior:* are 
fighting. 


99. A lost Explorer: asks to join you. She wants 
you to help her find a way back to the mainland. 


100. You find a cave: A dead Sand Dragon lies 
at the opening. You may harvest the Dragon. 


Then if you so choose, you may venture inside the 
cave. 


You are immediately attacked by an Ogre:* 


Inside you discover a dead Pirate and a large 
wooden Pirate Chest. 


It is locked. Roll 1d20 greater than 15 to unlock it 
with lock picks, or roll greater than 16 to break it 
open with a weapon. 


On each Fail: you will be attacked by a Bat.* 
On Success you will find the following 
items: 1d20 Silver, 1d20 Gold, and 1d12 Pearls. A 


Jeweled +1 Dagger, A Vial of Dragons blood, A Spy 
Glass, A Silver platter and Gold Cup. 
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BODY * ROLL 1D4 ON 
1 BODY TABLE HEAVY TWINE CLAY JUG CLAY POT 
2 SNARE RAFT DART CASTING NET 
3 BASKET HIDE SHIELD LIGHT ROPE SACK 
4 CLAY BOWL FISHING SPEAR BAIT DRIFT WOOD 


1 FISHERMAN HEADBAND NET SPEAR KNIFE 
2 XANIMAL PACA PIG GUAN CAPYBARA 
3 ISLANDER SHEET PEARL BRACELET GRASS SKIRT SPEAR 
NECKLACE 
4 WARRIOR HEAD DRESS LOINCLOTH BONE CHEST PLATE WOOD SHIELD 
UNSKILLED: SKILLED: 
1-2: NOTHING 1-2: POOR FIND 1D4-2 QTY 
3-4: NAISIDENTIFY ID4 - SICKNESS 3-4. NMAEAGRE FIND — 1D4-1 QTY 
5-6: POOR FIND 1D4 -2 QTY 5-6: DECENT FIND 1D4+2 QTY 
7-8: MA€AGRE FIND  1D4-1 QTY 7-8: GREAT FIND 1D4+4 QTy 


Roll 1d8 for what type of Plant you have found. Misidentify is from Non-Edible column. 


EDIBLE PLANTS FOOD GAIN “NON-EDIBLE . FOR POTIONS VALUE 
CAT TAILS DZ =MEAL 2 BP CURARE 1G 
AVOCADO 6= MEAL 2 BP STRYCHNOS I$ 
COCONUTS 6= MEAL ZEB BRUGMANSIA 1S 
GRAPEFRUIT 6= MEAL 2 BP ZOMBIE FUNCUS 1G 
BANANAS 6= MEAL ZEB Rk GYMPIE 1S 
GUAVAS 6= MEAL 2 BP STRYCHNINE TREE 1S 
MANGOES 6= MEAL 2 BP CASTOR BEAN 4c 
SUGARCANE 6= MEAL 2 BP MANCHINEEL 4c 
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JUNGLE NON COMBATANT CREATURES 


eee *TN TYPE OF NAETHOD USED AS FOOD GAIN 
CAPYBARA *2 TRAP/ - *WEXPON 1 MEAL 2 BP 
PACA *2 TRAP/ - *WEXPON 1 MEAL 2 BP 
PIG *2 TRAP/ - *WEXPON 1 MEAL 2 BP 
DEER *4 *WEAPON 160 MEALS 3. BP 
GUAN *2 TRAP/ - *WEXPON 1= MEAL 2 BP 
FROG *2 HAND/ - “WEAPON 3 = MEAL 2 BP 
FISH SM CASTING NET / WATER TRAP 3 = MEAL 1 BP 
FISH MD 3 POLE / CASTING NET / HAND/ *WEAPON 2 = MEAL 4 BP 
FISH LG *2 LARGE NET / HEAVY POLE / *WEAPON 1= MEAL 4 BP 
SHRIMP I FINE CASTING NET / WATER TRAP 6 = MEAL 3 BP 
1= MEAL 2 BP 


TURTLE 1 DRAG NET / WATER TRAP / HAND 
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GENERAL AREA TABLES 


Whenever you are traveling in a General area, you may refer to these tables for 


A s you journey thru the land you will often be traveling in a non Key area. 
your Search and Find. 


GENERAL AREA FIND TABLE 


1D4 1 2 3 4 
1 EMPTY SACK WOVEN BASKET EMPTY JUG EMPTY KEG 
Z TORCH WATER SKIN EMPTY POUCH KEG OF WATER 
5 EMPTY FLASK BOTTLE OF RUM JUG OF WINE POUCH WITH ID4 SILVER 
BODY * ROLL 1D4 ON ’ 
4 HGH ETE ROPE 25 BXNCKPACK POUCH WITH 1D4 GOLD 


GENERAL AREA BODY TABLE 


1D4 BODY OF 1 2 3 4 
| PRISONER, RAGGED SHIRT | RAGGED PANTS ROPE BELT FOOTWRAPS 
2 ANIMAL RAT CHICKEN PIG GOAT 
g EXPLORER SHIRT PANTS LEATHER BELT | LEATHER BOOTS 
A MERCHANT FLASK V2S LEATHER VEST PACTS erat DAGGER ViG 


animals that may be found in the General areas. These are for various purposes 


T he next two tables provide a listing of the available plants and non combatant 
such as food or potions. (See Alchemy & Herbalism.) 


Each of the Key areas will have its own plant and animal availability tables. 
The Value abbreviations are G. Gold, S. Silver, C. Copper. (See Buy Sell Trade.) 


On an Animal Body roll 1d4 for the condition of the animal. 1. Rotting, 2. Cold and stiff, 3. Damaged 
from an attack, 4. Fresh. A freshly killed animal may be used for food, bait or harvested for potions. 


You may want to use the damaged animal for bait. All Fresh Animal Meat is V1C. 
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UNSKILLED: SKILLED: 


1-2: NOTHING 1-2: POOR FIND 1D4-2 QTY 
3-4: MAISIDENTIFY 1D4. - SICKNESS 3-4. =MAEAGRE FIND 1D4-1 QTY 
5-6: POOR FIND 1D4 -2 QTY 5-6: DECENT FIND 1D4+2 QTY 
7-8: MAEAGRE FIND 1D4 -1 QTY 7-8 GREAT FIND 1D4+4 QTy 


Roll 1d8 for what type of Plant you have found. Misidentify is from Non-Edible column. 


GENERAL AREA AVAILABLE PLANTS 


EDIBLE PLANTS BODY GAIN NON EDIBLE VALUE 
GRAPES 1 BP PER CLUSTER TOAD STOOLS 4c 
APPLES 1 BP PER FRUIT CASTOR BEANS 4c 
PAPAYA 2 BP PER FRUIT NIGHTSHADE 4c 
PEARS 1 BP PER FRUIT CHINABERRY 3C 
RASPBERRIES 1 BP PER CUP HOGWEED 3¢ 
ELDERBERRIES 1 BP PER CUP HEMLOCK 1§ 
STRAWBERRIES 1 BP PER CUP MAUSHROOM 4c 


BLACKBERRIES 1 BP PER CUP FUNGUS 4c 


As previously stated, using a Spear, Bow or other Weapons are considered Hunting. Using your 
weapon dice, you must roll greater than the *TN to have success. 


GENERAL AREA AVAILABLE NON COMBATANT CREATURES 


CREATURE = TYPE OF METHOD V/SED AS FOOD GAIN 
RABBIT *2 TRAP/ - “WEAPON 1 MEAL 2 BP 
SQUIRREL *2 TRAP/ - *WEAPON 1 MEAL 2 BP 
GAME HEN *2 TRAP/ - “WEAPON 1 MEAL 2 BP 
DEER x4 *WEAPON 160 MEALS 3 BP 
FROG *2 HAND/ - *WEAPON 3 = MEAL 2 BP 
FISH $M 0 FIN€ NET / TRAP 3 = MEAL 2 BP 
FISH NAD *2 POLE/NET/ - *WEAPON 2 = MEAL 3 BP 
FISH LG #3 POLE/* WEAPON 1 MEAL 4 BP 
TURTLE *4 HAND/ TRAP/ - * WEAPON 2 MEALS 3 BP 


CRAWFISH 0 HAND/ TRAP 6=MEAL 2 BP 
Note: Other Key area tables may have more or less types of plants and animals. 
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§PLIT-ROCK POINT - TRADING POST 


plit-Rock Point is a tiny Trading post and bait shop, located on the south coast 
between Shipwreck bay and the Brotherhood of the Forest Monastery. 
The population consists of three people who work at the trading post. 


However many people frequent the Trading post to Buy, Sell or Trade just about 
everything. 


The Owner has Wisdom of 6. To Trade with the owner Roll 1d12 + Wisdom 


ther than the Trading Post, and its owners, you will find a few scattered old 

Fishing shacks or camp sites here. You may roll on, or select from the table 

below, if you would like to interact. If not, you may want to journey on. 
There is an old worn wooden sign nailed to the porch post that reads as follows. 


[ FAIR WEATHER - 24. MAONASTERY - 18.] 


Refer to the Map for the Type of Area you are traveling in, and use the appropriate 
tables or your imagination. The current area Beach type. will change as you travel. 


WHO’S AT THE TRADING POST? WHAT ARE THEY DOING 
1 JUST THE OWNERS HOPING TO BUY SELL OR TRADE 
2 A GAMBLER WANTS TO ROLL FOR HIGH DICE 
3. AN ELDERLY COUPLE SEEKING TO HIRE SOMEONE TO FISH FOR THEM 
4 A SCAVENGER TRYING TO MAKE A TRADE FOR ITEMS THEY FOUND 
5S A BOUNTY HUNTER ASKING IF THERE HAS BEEN ANY TROUBLE 


KNOWS THE LOCATION OF A SUNKEN SHIP AND IS LOOKING FOR 


i SOMEONE TO HELP DIVE FOR TREASURE 


7 DELIVERYMAN JUST DELIVERED ASSORTED ITEMS FROM TANGLEWOOD 
8 FISHERMAN SELLING THE CATCH OF THE DAY 

LOOKING TO SEE IF ANYONE HAS BROUGHT ANY SEEDS OR 
2 NOI SAPLINGS. 
10 A HERBALIST LOOKING TO S€€ WHAT PLANTS MAY BE AVAILABLE 
1 A BOXTMAN FROM FAIR WEATHER 


12 A STRANGER NO-ONE KNOWS WHO IT IS OR WHAT THEY WANT. 


Remember: You can use the Oracle to converse with NPC’s 
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THE MAONASTERY 


his large stone Monastery is the home of the Monks, who are known throughout 
the land as The Brotherhood of the Forest. They believe that all forests are holy, 
especially the nearby Tangle-wood Forest. They consider themselves caretakers 
of all the trees throughout the land. They are true arborists skilled in every facet of care 
for all of the trees. They enjoy growing a great many varieties of saplings and often 
make pilgrimages to plant them in various places. They abhor those who would cut 
them for profit, or destroy them without cause. 


THE BROTHERHOOD OFFERERS YOU THE FOLLOWING: 
FREELY OFFERED TO YOU: 


Food, drink and a safe place to rest. Use of the Well. 


Trade. Holy Water V3S per Vial. - Thrown on Demons & Undead does 1d12 damage. 


Holy Symbol V10G. - Worn Grants +1 Defense against Demons, Imps & Undead. 


FOR A DONATION OR SERVICE THEY OFFER: 

Healing for the Body, Mind and Soul. 1 Copper per Body point. 

Teaching of the alteration spell of Create Light. Will cost you 3 Silver 

Teaching of the illusion spell of Calm. Will cost you 3 Silver. 

Teaching of the alteration spell of Healing. Will cost you 3 Gold. 

IF YOU CANNOT AFFORD THE REQUESTED DONATION, THEY WILL 
PAY YOU FOR THE FOLLOWING SERVICE. 

Spend a day planting saplings. 4 Copper. 

Transport saplings to Tangle-wood. 30 Miles 15 Copper. 

Transport saplings to River-bend. 36 Miles 18 Copper. 


Transport Holy spices to the Cave that lies just to the west of the Monastery. 
This is where the bodies of the deceased Monks are laid to rest. 3 Gold. 
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FAIR-WEATHER 


fishing village, that sets about six 

miles north east of the Brotherhood 
of the Forest Monastery. It has about one 
hundred people give or take, who make a 
living from the coastal waters and often 
trade with the brothers at the Monastery 
or the Tangle-wood village located about 
twenty four miles north west. 


H air-Weather is a very small east coast 


There are only few businesses here. A rope, 
net and trap maker who sells to the general 
store, and a little pub. Some folks do a 
little bit of trade at the dock. 


There are no inns to stay at, but some of 
the fish widows will rent a room for 3c. 


There is a public well that is free to use. 


he south most island of the Crab 

isles lies twelve miles east of Fair- 

Weather, but the local fishermen 
wont go there nor will they take you there. 


They have heard too many tales of the 
warrior tribes and wild beasts that inhabit 
those isles and they stay clear of them. 


You may be able to rent a boat, but it will 
be at a very costly price. This is due to past 
rentals that never returned. 


It is said that some smugglers and pirates 
go there to trade with the natives. It is the 
only place to get coconuts and other plants 
that potion mixers seek. 


The wild men of the Crab isles are known 
to have small boats, and have been accused 
of kidnapping people for sacrifices. 


A Watchman is always on guard here. 


There is a cave 18 M North on the beach. 
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THE LOCAL BUSINESSES 


GRANNY’S GENERAL GOODS 


GRANNY HAS THE TYPICAL BASIC GOODS 
FOR SALE OR TRADE. 


GRANNY - OWNER - WISDOM: 6. 


UNCLE SALTY’S PUB 


YOU CAN BUY ALE, RUM OR WINE 
HERE. BY THE MUG, BOTTLE OR JUC. 


YOU CAN GETA MEAL TOO. USUALLY 
CLAM CHOWDER OR FISH PLATTER. 


OLD SALTY - OWNER - WISDOM: 7. 


RORY’S ROPES & NETS 


RORY WILL SELL YOU A FISHING NET, 
OR REPAIR ANY THAT YOU HAVE 
DAMAGED. HE HAS OTHER BASIC 
FISHING GEAR AND BAIT AS WELL. 
HE MAY BUY OR TRADE SOME IF YOU 
LIKE. 


RORY CORD - OWNER - WISDOM: 8. 


See Buying Selling and Trading Pg 30. 
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Random Quest Table 


Use the Oracle to talk to the people here. 
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TANGLEWOOD 


he TangleWood Village sets about 
| 24 miles north west of the small 
fishing village of Fair-Weather . 
It is 24 miles south of the east coastal port 
City of Tidewater and 12 miles east of the 
farming village of Harvest, however this is 
a dangerous joinery thru the TangleWood 
Forest. 


TangleWood has around 400 people give 
or take. Its primary business is the creation 
of various wands, staffs and walking sticks 
made from the strange trees found in the 
TangleWood forest. 


The TangleWood is incredibly strong and 
makes excellent walking sticks and staves 
for defense of the traveler. Magic users and 
alchemists often seek out the wood for 
enchanting and potion making. Fishermen 
love the wood for fishing poles and spears 
and those who favor the bow, seek it for 
crafting strong enchant-able bows and 
arrow shafts. Even the farmers prefer it for 
tool handles. A Community Well is located 
here and is available for travelers. 


You will find the following businesses 
located here within the village. 


THE TANGLEWOOD INN. 


FOOD, DRINK AND ROOMS TO RENT. 


TAD - OWNER - WISDOM: 7. 


STAFFORD’S STAVES & STAFFS. 
WALKING STICKS, BATTLE STAVES, STAFFS. 


STAFFORD - OWNER - WISDOM: 8. 
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WILLOW’S WANDS & SWITCHES. 


MAGICAL WANDS OF THE ELEMENTS 


WILLOW - OWNER - WISDOM: 9. 
AL’S POTIONS & PARAPHERNALIA. 


AL HAS POTIONS, VIALS, MORTICE & 
PESTLES, ALEMBICS, HERB POUCHES. 


AL - OWNER - WISDOM: 9. 


FLETCHER’ BOWS & ARROWS. 


FLETCH HAS BOWS, SHORT, LOG & CROSS. 
SLINGS, ARROWS AND BOLTS. 


FLETCH - OWNER - WISDOM: 7. 
BENDER'S TWISTED TREASURES. 


BEN HAS BASKETS, BOXES, CONTAINERS 
OF ALL SIZES AND A FEW SNARES AND 
TRAPS AS WELL. 


BEN - OWNER - WISDOM: 7. 
WASHINGTON’S GENERAL STORE. 


GEORGE HAS JUST ABOUT EVERY TYPE 
GOODS THAT YOU WOULD EXPECT TO FIND 
IN A GENERAL STORE. GEORGE WILL SELL 
ANYTHING YOU SEE. 


GEORGE - OWNER - WISDOM: 6. 


See Buying Selling and Trading Pg 30. 
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TIDEWATER 


idewater is centrally located 24 
| miles north of the village of 
TangleWood and 18 miles south 
west of Pirate Bay. It is 18 miles south east 
of MidWood and 6 miles at sea to reach the 
Crab Isles. Ships tend to avoid the Crab 
Isles and Pirate Bay. They normally sail 
south past the isles then head east. 


It is a town of about 700 people and is the 
largest port on the east coast, so there is 
much activity there year round. All of the 
nearby towns and villages use it to ship 
and receive their goods by land and sea. 


ou will find the following businesses 
ve located here within the port town. 

The proprietors have Wisdom of 6. 
To Trade with them Roll 1d12 + Wisdom. 


THE TIDEWATER INN 


FOOD, DRINK AND ROOMS TO RENT. 


OWNER - TIBERIUS TIDEWATER: WISDOM: 7 


CUTTERS MAEATS & CHEESE 


CHARLES HAS FRESH MAEATS OF ALL 
KINDS & DELICIOUS AGED CHEESE. 


CHARLES CUTTER - BUTCHER - WISDOM: 6 


PINCH’S SALT & SPICES 


PETRA SELLS SALT AND THE FINEST SPICES 


PETRA PINCH - OWNER - WISDOM: 8 


BROWN’S BAKERY 


BE A ALWAYS HAS FRESH BAKED GOODS 


BEATRICE BROWN - OWNER - WISDOM: 6 
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HELM’S 
ARMORS & WEAPONS 


HELM ONLY DEALS IN NEW ARMOR. 
FOR REPAIRS OR UPGRADES PLEASE SEE 
IRON-HAMMER OR TANNER. 


IRONHAMMER 
SMITH & MAETALWORKS 


MAETAL REPAIR AND FABRICATION OF 
ALL KINDS. SMITHING ALL MAETALS. 


THORNTON IRONHAMMER - OWNER - WISDOM: 9 


TANNER 'S LEATHERWORKS 


LEATHER GOODS, FABRICATION AND 
REPAIR OF ALL KINDS. 


HYDE TANNER - OWNER - WISDOM: 7 


BURNS LAMPS & LANTERNS 


LAMPS, LANTERNS, CANDLES, WICKS, 
LAMP OIL, TORCHES, TINDER BOXES. 


WILLIAM BURNS - OWNER - WISDOM 6 


LAND & SEA SHIPPING CO. 


SHIPPING ALL ITEMS BY LAND OR SEA. 


HECTOR HAULING - OWNER - WISDOM: 8 


EAST COAST FISHING CO. 
FRESH AND SALTED FISH AND SEAFOODS. 


ERIC FISHBONE - OWNER - WISDOM: 8 


See Buying Selling and Trading Pg 30. 
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PIRATE BAY 


east of Tidewater. It is 13 miles south 
east of Fork. One of the Crab isles is 
just over a mile by sea to the south east. 


P irate Bay sets about 18 miles north 


Pirate Bay has around 400 people give or 
take. Its name fits it well, as it is frequently 
used as a port by Pirates. Pirate Bay is full 
of blackmarket dealers and pawn shops. 


You will find the following businesses 
located here within the village. 


THE JOLLY ROGER INN 


FOOD, DRINK, GAMBLING, MAUSIC, AND 
ENTERTAINMENT - ROOMS FOR RENT. 


PEG LEGGY - OWNER - WISDOM: 9. 


PATCH’S PAWN SHOP 
PAWN BUY OR SELL WHATEVER YOU GOT 


IVA PATCH - OWNER - WISDOM: 9. 


PILFERS TOOLS & SUPPLIES 
LOCK PICKS, BALLBEARINGS, STRING, 
BELLS, ROPE, GRAPPLING HOOKS, LAMPS, 
OIL, PRY BARS, HAMMERS & TOOLS. 


PETE PILFER - OWNER - WISDOM: 8. 


CRAFT’S CRATES & CHESTS 


FANCY & PLAIN CRATES BOXES & CHESTS 
FOR ALL OF YOUR TREASURED ITEMS 


CECIL CRAFT - OWNER - WISDOM: 8. 
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SHAM’S EXOTIC IMPORTS 
EXOTIC MEATS, FRUITS, NUTS & HERBS 


ABLE SHAM - OWNER - WISDOM: 9. 


BANE’S CONCOCTIONS 


POTIONS, POISONS, POWDERS & PILLS 


BALDRIC BANE - OWNER - WISDOM: 9. 


BEGUILE’S CUSTOM COSTUMES 


COSTUMES AND DISGUISES FOR ACTING 


CORA BEQUILE - OWNER - WISDOM: 8 


BEARD’S GENERAL STORE 


BUYING SELLING ANYTHING EVERYTHING 


HARRY BEARD - OWNER - WISDOM: 6. 


SWAB’S FISH & SHIPS 


DEEP SEA FISHING EXCURSIONS 
PASSAGE TO THE CRAB ISLES 


FRESH FISH AND SEA FOOD FOR SALE 
JACOB SWAB - OWNER - WISDOM: 6. 


See Buying Selling and Trading Pg 30. 
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FORK 


ork sets about 13 miles north west of 
H Pirate Bay and is also 13 miles south 

west of the Capitol city of East Point. 
There are Ancient ruins located 12 miles 
north west. The entrance to path that leads 
up to the Plateau to the Temple of the Sun 
is located 12 miles west. 


Fork is basically a Rest stop for those 
traveling to the Capital City or a home base 
for those exploring the Ruins. Fork has less 
than 100 people, not counting travelers. 


There is a public well for drinking. 


You will find the following businesses 
located here within the village. 


THE FORK INN 


FRESH FOOD, DRINK, ROOMS FOR RENT. 


HAPPY TINE - OWNER - WISDOM: 9. 


ROLLING’S SMITHING 
REPAIR & FABRICATION 


SMITHING, WHEELWRIGHT, REPAIRS OF 
WAGONS & CARTS 


BEN ROLLING - OWNER - WISDOM: 9. 


PALFREY’S 
FARRIER SERVICE 


FEED, WATER, GROOMING, BOARDING, 
SHOES, TACK AND SADDLES 


OWEN PALFREY - OWNER - WISDOM: 8. 
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GIVE & TAKE 
TRADING POST 


BUYING, SELLING & TRADING ITEMS 


BILLY CIVENS - OWNER - WISDOM: 10 


DELVER'S 
EXPEDITION SUPPLIES 


TORCHES, LANTERNS, ROPES, PITONS, 
HAMMERS, PICKS, BACKPACKS, BEDROLLS 
BLANKETS, RATIONS, WATER SKINS 


DELVER BURROW- OWNER - WISDOM: 9. 


HAULING’S 
PACK ANIMALS 


HORSES, MAULES, DONKEYS, CARTS 


See Buying Selling and Trading Pg 30. 
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EAST POINT 


ast Point sets about 13 miles north EAST COAST 
; Gl GRO OR 
sas nae and is the Capitol city o IRADING POST 


East Point is divided into four districts and BO IN GES CEPUING COD tes 


has a population of more than 2000 people WILL BOAST - OWNER - WISDOM: 10 
in total. 

EAST POINT EDUCATION 
In the North Central area you will find. & TRAINING CENTER 
The Governmental and Education centers. FORMAL TRAINING 


: : . ace O 
The Fine Crafting Business district and Ea OAS aoa 


upper class housing is located along the ALEC REL SOMA: 
East coast. 

TRAINING 1000 GOLD EA. SKILL 
The common housing and smaller service 
businesses are located in the South West. 


ALL TRAINEES MUST BE AT §2 LEVEL TO ATTEND. 


Sars ae LAND & SEA SHIPPING CO. 
The Shipping and Fishing Docks are 


located in the North west. SHIPPING ALL ITEMS BY LAND OR SEA. 


; ; : HENRY HAULING - OWNER - WISDOM: 9 
You will find the following businesses 


located in the North Central area. SMITE’S SMITHING 
BRIC O 
THE CAPITOL INN REPAIR & FABRICATION 


SMITHING, REPAIR & FABRICATION 


FIN€ FOOD, DRINK & ENTERTAINMENT. OF ALL MAETALS. 
- OWNER - WISDOM: 10. ARN SMITE - OWNER - WISDOM: 9. 
& FRESH FISH & SEAFOODS. 


FARRIER SERVICE 
ERIN FISHBONE - OWNER - WISDOM: 9 
FINE RIDING HORSES & STABLES 


FEED, WATER, CROOMING, BOARDING, See Buying Selling and Trading Pg 30 


SHOES, TACK, BLANKETS & SADDLES Item Pricing Pages 31. 


Random Quest Table 


I. B. NOBEL - OWNER - WISDOM: 9. 
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WEST PORT 


the Long River. It is located on 

the west coast of Rhagrhyfel, FRESH FISH & SEAFOODS. 
and situated 60 miles west of Fork and 48 
miles north of Farmington. It is known for 
its lumber harvesting and mining. It has a 


population of around 800. THRASHIN G r¢ 


You will find the following businesses BOUNTY HUNTERS, PROTECTION & COLLECTION 
located here within the village. EES ae EOE. 


WV cietime iver tistcated on WEST COAST FISHING CO. 


ERNIE FISHBONE - OWNER - WISDOM: 9 


WARD THRASHER - OWNER - WISDOM: 10 


LAND & SEA SHIPPING CO. PALADIN’S 
SHIPPING ALL ITEMS BY LAND OR SEA. ARMORS & WEAPONS 


HORACE HAULING - OWNER - WISDOM: 9 NEW AND USED ARMORS OF ALL KINDS. 


IRONSTONE FOR REPAIRS OR UPGRADES PLEASE SEE 
§MITH & MAETALWORKS 


STRONG MAETAL REPAIR & FABRICATION 
OF EVERY KIND. SMITHING ALL MAETALS. 
REPAIR OF LEATHER & WOOD THE SUNSET INN 


BRAWN IRONSTONE - OWNER - WISDOM: 9 FOOD, DRINK & ENTERTAINMENT 


BOONE PALADIN - OWNER - WISDOM: 10 


SANDY BEACH - OWNER - WISDOM: 10. 


IRONSTONE 
MAINING & MAINERALS 


RAW MXTERIALS FOR SALE OR TRADE. 
BRYAN IRONSTONE - OWNER - WISDOM: 8 Item Pricing Pages 31. 


See Buying Selling and Trading Pg 30. 


JACK’S LUMBER MILL 


BOARDS, PLANKS & POSTS FOR SALE 


Random Quest Table 


JACK ASH - OWNER - WISDOM: 8 


TABLE OF CONTENTS UNCHAINED TTRPG BY R.A. RICE © 2023 129 


FARMINGTON 


armington is small farming 
H community of around 500 people, 

that is located along the west side 
long river 48 miles south of West Port. 26 
miles north of the Mage tower and 60 
miles north of South Marsh. If you travel 
12 miles to the east, you can take a ferry 
across the Long river. From the east side of 
the river it is around 12 miles east to reach 
the Three trees tavern and 12 miles south 
east leads to the farming community of 
Harvest. 


You will find the following businesses 
located here within the community. 


EM’S GENERAL GOODS 


€M HAS THE TYPICAL BASIC GOODS FOR 
SALE OR TRADE. 


EMMA FIELDS - OWNER - WISDOM: 8. 
CLAY’S SMITHING 
REPAIR & FABRICATION 


SMITHING, WHEELWRIGHT, REPAIRS OF 
PLOWS, TOOLS, WAGONS & CARTS 


RED CLAY - OWNER - WISDOM: 9. 


PARCH’S DRY GOODS 


DRIED MEATS, GRAINS & VEGETABLES 


DUSTY PARCH - OWNER - WISDOM: 8 


DROPPING’S FERTILIZER 


COW CHIPS, MEADOW MUFFINS, DUNG 


DAGMAR DROPPING - OWNER - WISDOM: 8. 


GARDENERS PRODUCE 


CORN, BEANS, POTATOES, CARROTS, 
TURNIPS, GREENS, TOMATOES 


ENOCH GARDNER - OWNER - WISDOM: 8. 


COOK’S COZY 
COUNTRY INN 


HARDY COOK - OWNER - WISDOM: 8. 


FOOD DRINK & ROOMS FOR RENT 


See Buying Selling and Trading Pg 30. 


Item Pricing Pages 31. 


Random Quest Table 
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SOUTH MAARSH 


west corner of Rhagrhyfel, between 

the estuary of the Long river and the 
sea. South Marsh is a very remote area, full 
of dangerous creatures and an unforgiving 
landscape of swamps. 


S outh Marsh is located in the south 


There are only about 300 people living 
there, who make a living from the sea and 
river. If you can find a way to cross the 
Long river, the town of Riverbend is about 
36 miles on the other side. 


You will find the following businesses 
located here within the Village. 


DRAUGHT’S 
POTIONS & POISONS 


POTIONS, POISONS, VIALS, MORTICE & 
PESTLES, ALEMBICS, HERBS & POUCHES. 


BREWSTER DRAUGHT - OWNER - WISDOM: 10. 


FIN’S FISH & GAME 
FRESH LAND & SEAFOODS 


FIN QUAGMIRE - OWNER - WISDOM: 8 


QUAGMIRE’S 


TRAINING & GUIDE SERVICES 
GUIDED PASSAGE THRU THE SWAMPS 
TRACKING, TRAPPING, FISHING & HUNTING 
TRAINING & GUIDED EXCURSIONS 


SKIP QUAGMIRE - OWNER - WISDOM: 9 


TABLE OF CONTENTS 


QUAGMIRE’S 


TRAPS, TOOLS & SUPPLIES 


WE HAVE EVERYTHING YOU NEED TO SURVIVE 
IN THE SWAMPS 


RED QUAGMIRE - OWNER - WISDOM: 9 


See Buying Selling and Trading Pg 30. 


Item Pricing Pages 31. 
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MAID WOOD 


uch like Tanglewood, Midwood is 
| \ / surrounded by forests and makes 
its living by cutting and milling 
the variety of trees that grow there. 


Midwood is located near High falls, at the 
foot of the Mid Mountains, 18 miles north 
west of the city of Tidewater. The Three 
Trees Tavern is 12 miles south if you cut 
thru the south forest. 


The population stays around 500. 


You will find the following businesses 
located here within the community. 


SPLINTERS 
SAWMILL & LUMBER CO. 


PLANKS, BEAMS, BOARDS, LOGS 


JACK SPLINTER - OWNER - WISDOM: 9 


HAULING’S SHIPPING CO. 
SHIPPING ALL ITEMS BY LAND & RIVER 


HERBERT HAULING - OWNER - WISDOM: 8 


CHIP’S WOODEN THINGS 
REPAIR & FABRICATION 


REPAIR & FABRICATION 
OF ALL WOODEN ITEMS. 


CHIP WOODS - OWNER - WISDOM: 9. 


TABLE OF CONTENTS 


MAINION’S 
TOOLS & SUPPLIES 


HAMMERS, AXES, SHOVELS, PICKS 
ROPES, PITONS, LANTERS, TORCHES 


DUPE MAINION - OWNER - WISDOM: 9 


MAID MAOUNTAIN 
§MITH & MAETALWORKS 


MAETAL REPAIR & FABRICATION 
SMITHING ALL MAETALS. 


ISAAC IRONWOOD - OWNER - WISDOM: 9 


See Buying Selling and Trading Pg 30. 


Item Pricing Pages 31. 


Random Quest Table 


UNCHAINED TTRPG BY R.A. RICE © 2023 132 


THREE TREES TAVERN & FERRY 


he Three Trees Tavern is considered 

to be little more than a rest stop by 

many. It. is located between the Port 
city of Tidewater and the Long River town 
of Ferry. 


While the total population is less than 10, 
there are continuous travelers of all kinds 
frequently stopping in on their journey. 


Three Trees offers the following services. 


THE THREE TREES TAVERN 


FRESH FOOD, DRINK, ROOMS FOR RENT 


STABLES, FEED, WATER, FARRIER 
SERVICES, GROOMING, SHOES 


TABITHA TERNARY - OWNER - WISDOM: 9. 


WHO'S HERE NOW? 


ROLL IDI2 - THREE TIMES. 


1. AWIZARD ON THE WAY HOME 

2. A BOUNTY HUNTER LOOKING FOR WORK 
3. AN EXPLORER TRAVELING WEST 

4. AN EXPLORER TRAVELING EAST 

5S. AWOODSMAN SELLING FRESH GAME 
6. A FARMER SELLING PRODUCE 

7. A MONK SELLING ALE 

8. A MERCHANT OFFERING TRADE 

9. AN ALCHEMIST & HERBALIST 

10. A GAMBLER LOOKING TO PLAY 

Il. A BARD PLAYING MUSIC 


12. A EAST POINT GUARD WITH PRISONER 


TABLE OF CONTENTS 
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erry is as its name implies a River 

passage town. It serves as the middle 

point connection between lands of 
east and west Rhagrhyfel. 


It is 12 miles west of Three Trees and 12 
miles east of Farmington once the river is 
crossed and 12 miles north of Harvest. 


The total population is less than 10. 


Ferry offers the following service. 


LONG RIVER FERRY PASSAGE 


OWNER OPERATOR - STY CARON WISDOM: 10 


The cost of passage is normally 1 Silver 
per head. This price is for normal daily 
business hours. Sun up to Sun down. 


This fee may change if the River is running 
hard or the weather is foul. 


Night passage is 2 Silver. 


IS THE FERRY BOAT READY? 
ROLL ID6 TO FIND OUT 
1. THE FERRY BOAT 1S DAMAGED AND NEEDS SOME 
REPAIR. HELP WITH REPAIR OR FIND ANOTHER 
WAY TO CROSS. 


2. THE FERRY OPERATOR IS BUSY, AND SAYS YOU 
WILL HAVE TO WAIT ABOUT 30 MINUTES. 


3. THE FERRY BOAT IS MID RIVER GOING AWAY 
FROM YOU, WAIT 30 MINUTES. 


4. THE FERRY BOAT IS ON THE OTHER SIDE OF THE 
RIVER, WAIT FOR 20 MINUTES. 


5. THE FERRY BOAT IS MID RIVER ON THE WAY 
BACK TO YOU, WAIT 15 MINUTES. 


6. THE BOAT IS HERE AND READY FOR PASSAGE. 
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HARVEST 


arvest is a farming community 
H located 24 miles east as the crow 

flies, across the Long River. It is 
About 20 miles north of Riverbend and 12 


miles south of Ferry. It has a population of 
around 300 


You will find the following businesses 
located here within the community. 


EBB’S GENERAL GOODS 


€BB’S HAS BASIC GOODS 
FOR SALE OR TRADE. 


€BB TIDE - OWNER - WISDOM: 8. 


PUMMEL’S SMITHING 
REPAIR & FABRICATION 


SMITHING, WHEELWRIGHT, REPAIRS OF 
PLOWS, HAND TOOLS, WAGONS & CARTS 


PARIS PUMMEL - OWNER - WISDOM: 9. 


LOAM’S DRY GOODS 


DRIED MEATS, GRAINS & VEGETABLES 


SANDY LOAM - OWNER - WISDOM: 8 


PLOP’S FERTILIZER 


COW CHIPS, MEADOW MUFFINS, DUNG 


BO PLOP - OWNER - WISDOM: 8. 


TABLE OF CONTENTS 


OLLY’S OXEN 
OXEN FOR SALE OR RENT 


OLLY BOVINE - OWNER - WISDOM: 8 


SWINEHERD’S 
DOMESTIC HOGS & PIGS 


VARLET SWINEHERD - OWNER - WISDOM:8 


See Buying Selling and Trading Pg 30. 


Item Pricing Pages 31. 
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RIVERBEND 


iverbend is located 24 mile south of 
the farming community of Harvest. 
This community has a population of 


around 800 plus. 


Riverbend operates two large mines in the 
southern mountain range. It also does a bit 
of raw lumber business in the western part 
of the Tanglewood Forest. There is some 
dispute with the village of Tanglewood as 
to who owns what. Riverbend is the last 
port, before the Long River flows into the 
South Sea. 


THE RIVERBEND INN 


FOOD, DRINK AND ROOMS TO RENT. 


OWNER - WILLIAM BANKS: WISDOM: 7 


MARSEILLES 
MAEATS, WINE & CHEESE 


MARSEILLES HAS THE FINEST OF WINES 
DELICIOUS MAEATS & AGED CHEESES. 


MA. VINTNER - OWNER - WISDOM: 7 


BREAD & BUTTER BAKERY 
BYRON BAKER - OWNER - WISDOM: 7 


TAYLOR'S LEATHER WORKS 


LATER ARMOR, PACKS, SADDLES & TACK 
New, USED, REPAIRS & CUSTOM MADE ITEMS 


THEOBALD TAYLOR - OWNER - WISDOM: 10 


TABLE OF CONTENTS 
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QUARRY’S ORE 


RAW MATERIALS BY THE CHUNK OR TON 


RICHARD QUARRY - OWNER - WISDOM: 8 


IRONHAMMER 
SMITH & MAETALWORKS 


MAETAL REPAIR AND FABRICATION OF 
ALL KINDS. SMITHING ALL MAETALS. 


THOR IRONHAMMER - OWNER - WISDOM: 10 


MONUMENTAL 
STONEWORKS 


HAND CARVED STONE MMONUMENTS, MAARKERS, 
CORNERSTONES, GRINDING WHEELS, & OTHER 


HEW MARBLE - STONEMASON - WISDOM: 10 


MAACADAM GRAVEL CO. 


CRUSHED ROCK AND SAND 


DON MAACADAM - OWNER: WISDOM: 7 


HAULING’S SHIPPING CO. 
SHIPPING ALL ITEMS BY LAND & RIVER 


HUBERT HAULING - OWNER - WISDOM: 8 


See Buying Selling and Trading Pg 30. 
Item Pricing Pages 31. 
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MAAGETOWER 


agetower, as its name suggests, is esides formal Magic training, the 
a place where the Magic users of following goods and services are 
the land have come together to available at the Tower. 


learn from one another. It is unknown, 
exactly how many dwell here permanently. 


It is located 24 miles south of Farmington 


and 36 miles north of South Marsh. § C RO L L§ & B OO KS 
Rumor has it that the Tower is connected 
to a sea cave via a hatchway. EN CHANTM ENTS 


FORMAL TRAINING WEAPONS & ARMOR 


ies STAFFS & WANDS 
MAAGICAL SKILLS 


niipeelece si iencas MAAGIC ORBS 
TRAINING COST OTHER USEFUL ITEMS 
If 1000 GOLD €X. SKILL ALCHEMY 
RECIPES & SUPPLIES 
NOTICE 
PROSPECTIVE STUDENTS APPAREL 
MUST BE XT $2 LEVEL TO ATTEND ROBES, CLOAKS & HATS 


FORMAL TRAINING 
See Buying Selling and Trading Pg 30. 


INFORMAL TRAINING OR OTHER 


Item Pricing P 
SERVICES MAY BE NEGOTIATED FOR Item Pricing Pages 31 
QUALITY NOT GUARANTEED Random Quest Table 
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THE PLATEAU 


TEMPLE OF THE SUN 


he Temple of the Sun sets on a high Plateau that overlooks Stillwater Lake to the south. The 

Ancient Ruins are 12 miles to the north. This fifty-four square mile high plateau is the permanent 

home of the Sun Cultists. They are known to be hostile to outsiders, so one should use caution 
when exploring the high Plateau area. 


TEMPLE GROUNDS "Ss rae THE TEMPLE OF THE SUN 
Spacing is 10’ between dots. SS re ae 
A: MAIN GATE 

B: TEMPLE GUARDS * 
C: HIGH PRIESTS 

D: PROSELYTIZERS 

€: ACOLYTES 

F: ADEPTS 

G: SERVANS + 

H: NEOPHYTES 

I: TEACHERS + 

J: ALTER 

K: GROUNDS 


The Main gate A is Locked: 
Roll 1d20 greater than 15 to 
pick it. On fail, the Temple 
Guard will check the gate and 
you will need to Hide. 


[ 


All other doors may be 
locked: Roll 1d6. Even is 
Unlocked Odd is Locked. If 
Locked, Roll 1d20 greater 
than 10 to pick. 


All Cultists have an Awareness of 7. Your 1d12 roll, plus any “Called bonuses” must be Greater than 7 to 
Sneak past or Hide from them. When moving on the Grounds (K), Roll 1d6: for each 10’ movement. 
Read this as, A Cultist is: 1. Walking toward you. 2. Standing facing you. 3. Walking away from you. 

4. Standing facing away from you. 5. Lost in thought or prayer. 6. The way is clear. 


Roll 1d6 for what Cultist you encounter: 1. Temple Guards will wield 1d8 Staves. 2. Priests, 3. Acolytes 
and 4. Adepts wield 1d6 Jeweled Daggers. The 5. Proselytizers will wield plain 1d6 Daggers. 
The 6. Neophytes and others within the Temple area are Unarmed. 


Roll 1d4 for number of Cultists inside a building or on the Wall walk. Roll 1d6 for Servants and Teachers. 


+ The Servants and Teachers are captured Scavengers and Explorers. They are not here by their own will. 
They will join you, if you try to free them. If you have spare arms, you should arm them. 


* The Temple Guards have access to the high wall walk that surrounds the temple grounds thru a passage 
that connects to their barracks. 
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MAOON EYE TEMPLE AREA 


long been the permanent home of the dark Mooneye Cult. One should always take caution when 


M oon-eye Temple is located 24 miles south of West Port and 48 miles north of Farmington.It has 
traveling in the vicinity of the Temple. 


THE TEMPLE ao tt te ry frig 
GROUNDS ot 7 


F: 
GC: PRIESTESS 
H: 


COSI AC AACA 
Li 
: 7) 
a. 
‘ (OC Orn ; 18 @ = 5 
See A 5 \= 5 mt 2 


ACOLYTES 


n 

s 

é 

I: ADEPTS Oe , 

rt * 5 

J: NEOPHYTES Sd TQ}: ‘ 

** ft = 9 

K: GROUNDS ean q 
¢ 

L: RATIONS roomanads , i ; 


ie 
Spacing is 10’ a 
between dots. 

rs 

A: MAIN GATE s 

B: GATHERING HALL eTeevese e ry 

B : BT 

C: OUTDOOR TEMPLE Ro i BH 
D: THE MOON EYE ete? ° 
ae 8 bay 
€: MOON POOL ; : ¢ 
- — as 

PRIEST ai Fy 4 é 

Vy ane) 

| 

‘al 

al 

M4 

y) 

H 


MA: HEALTH POTIONS 


N: LARGE PEARLS Pes Ree 


and you will need to Hide. All other doors may be locked: Roll 1d6. Even is Unlocked Odd is 
Locked. If Locked, Roll 1d20 greater than 10 to pick. 


T he Main gate A is Locked: Roll 1d20 greater than 15 to pick it. On fail, a Cultist will check the gate 


The Cultists may be anywhere within the Temple Grounds. The Cultists all wear the same Light Static +1 
Armor, consisting of a Fine Silver Robe, Belt, Boots. The Neophytes are unarmed, and all other Cultists 
carry 1d6 Daggers, that may be Poisoned . For an Encounter, Roll 1d6: Odd is a Dagger wielding Adept, 
Even is 1d4 Unarmed Neophyte. 


They carry a 1d6 Silver money pouch and 1d4 Pearl Jewelry, along with a Large Pearl necklace. They may 
also have an Anti Venom Potion. Roll 1d4 Even is Yes odd is No. If Yes, then Roll 1d6 for how much is left 
in the Bottle. Each Sip grants 1 Cure. 


All Cultists have an Awareness of 7. Your 1d12 roll, plus any “Called Bonuses” must be Greater than 7, to 
Sneak past or Hide from them. When moving on the Grounds, Roll 1d6: for each 10’ movement. Read 
this as, A Cultist is: 1. Walking toward you. 2. Standing facing you. 3. Walking away from you. 

4. Standing facing away from you. 5. Lost in thought or prayer. 6. No Cultists, the way is clear. 


Roll 1d4 for number of Cultists inside a building. Roll 1d6 for Quantity found for items L, M, or N. 
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THE ANCIENT RUINS 


ncient Ruins are scattered all along the northern coast of Rhagrhyfel. 
The ruins remain somewhat of a mystery, with no certain answer as to 
who left these ancient structures behind. 


Many explorers venture into these ruins, in an effort to solve the mysteries. Some have 
returned with strange tales and others have never returned at all. Explorers claim to 
have found entrances into underground ruins as well. 


Use these 1d6 tables to explore them. You may want to use some graph paper to draw 


out your exploration, and make a journal of what you encounter. You could take your 
findings back and show them to the education center. Perhaps you will receive a reward. 


ROLL IDG ON EACH COLUMN TO BUILD AN OPENING 


ID6 OPENING DESCRIPTION FEATURE TYPE APPEARS CONDITION 
1 LARGE ORNATE GUARDED BLOCK UNSTABLE | COOL AIR BLOWING OUT 
MOSS WARM AIR BLOWING OUT 
2 SMALL PLAIN AGRO METAL COLLAPSED 
COBWEB PETRIFIED 
3) MAASSIVE | DAMMAGED Soc ch woos CLEAR =| NO AIR MOVEMENT 
4 WIDE ENGRAVED ARCHED PORTCULLIS |) TRAPPED | A PLEASANT FRAGRANCE 
5 TALL DOUBLE SQUARE STONE STABLE =| A FOUL STENCH IS PRESENT 
INTRICATELY ODDLY MAGIC 
6 | NARROW DESIGNED Ge. BER. SEALED | AIR IS SUCKING IN 


Example: You roll 1,2,3,4,5,6 . This would read, “You see a Large plain cobweb covered portcullis that 
appears to be stable. The air is rushing inward thru it.” 


ROLL IDG ON EACH COLUMN FOR THE AREA CONNECTION 


DESCRIPTION TYPE DIRECTION 
LONG PASSAGE FORWARD SLIGHT GRADE | 
SHORT HALLWAY SLIGHTLY CURVED RIGHT 
NARROW TUNNEL SLIGHTLY CURVED LEFT 
WIDE OPENING HARD RIGHT 
SMOOTH STEPS UP HARD LEFT 
ROUGH STEPS DOWN FORWARD FLAT 


Example: You roll 1,2,3. This would read, “The passage ahead is a long hallway that slightly curves to 
the left.” 
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ROLL ID6 ON EACH COLUMN FOR THE ROOM DESCRIPTION 


SHAPE FLOOR CEILING WALLS ATMOSPHERE YOU €NCOUNTER 
SQUARE POOL LOW MOSS DAMP NPC 
RECTANGLE HOLE HIGH SLIME SMELLS OBSTACLE 
OVAL SMOOTH JAGGED WRITING HUMID TRAP 
ROUND RUBBLE SMOOTH SMOOTH COLD DISCOVERY 
HEXAGON WET CRACKED ROUGH HOT EVENT 
OCTAGON GROWTH STAINED DAMAGED DARK MONSTER 


Example: You roll 1,2,3,4,5,6. This would read, “The room is Square with a hole in the floor. The ceiling 
is jagged and the walls are smooth. It feels hot and a monster suddenly appears from the hole.” 


ROLL 1DG FOR ROOM ENCOUNTER DESCRIPTION 


NPC WIZARD SCAVENGER | BOUNTYMAN -\UONK. EXPLORER. HUNTER, 
OBSTACLE CAVE IN STALAGMITES CRAVAS COBWEB WATER NARROW 
TRAP eh ke POISON G&S BOREHOLE BOULDER PIT RUBBLE 

CHESTIDI2Z. GOLDEN  CHESTID20. —CHEST 
WEEE aie DY MORNE oi WUE iiss JEWELS STATUE SILVER: 1D20 GOLD 
EVENT CHANTING TREMOR RUSHING AIR NAIST SCREAM LAUGHTER 
ID 4+! GIANT 
HOSTILE ee DWELLER RUBBLEBACK = GVANT OGRE ID4+1 BATS 


Refer to Bestiary for Hostile encounter stats, or NPC table for NPC stats as needed... 


ROLL 1D6 FOR BODY FOUND 
* BODY 


IDG 


1 EXPLORER 


2 PRISONER 


BOUNTY 
HUNTER 


4 GAMBLER 


MAOON EYE 
CULTIST 


6 HERBALIST 
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SATCHEL 
DRIED MEAT 


ROPE BELT 


WOVEN 
CAPE 


FANCY HAT 


SATCHEL OF 
HERBS 


COMMON 
KNIFE 


CLOTH 
SHIRT 


RAGGED 
SHIRT 


LEATHER 
SHIRT 


SILK 
SHIRT 


ROBE 


CLOTH 
SHIRT 


LEATHER 
PANTS 


RAGGED 
PANTS 


LEATHER 
PANTS 


FINE 
PANTS 


LARGE 
PEARL 


CLOTH 
PANTS 


STURDY 
BOOTS 


RAGS 


HIGH 
BOOTS 


FANCY 
BOOTS 


SHOES 


BOOTS 
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TORCH 


WATER 
SKIN 


MAONEY 
POUCH 


MAONEY 
POUCH 


ANTI 
VENOM 


HERB 
POUCH 


DAGGER 


CUDGEL 


SHORT 
SWORD 


SHORT 
SWORD 


DAGGER 


STAFF 
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MAINES 


ines in Rhagrhyfel, are found mainly in the north and south. 
The northern mines are found near West Port and the southern mines 
are located between Riverbend and the Brotherhood of the Trees Monastery. 


The northern mines contain much more gold, silver, copper, and iron, than the 
southern mines and the southern mines contain much more useable stone, minerals 
and gems than the northern mines. 


reatures that are known to inhabit the Mines are normally found to be hostile to 
the adventurous. Be prepared for battle if you venture into any of the mines, 
north or south. 


ROLL 1D6 ON EACH COLUMN FOR THE ENTRANCE 


1D6 OPENING DESCRIPTION FEATURE TYPE APPEARS CONDITION 
1 LARGE ORNATE GATED BLOCK OPEN COOL AIR BLOWING OUT | 
2) SMALL PLAIN GUARDED MAETAL CLOSED WARM AIR BLOWING OUT 
3 | MASSIVE = DAMMAGED ROUND Doe CLEAR NO AIR MOVEMENT 
4 | WIDE ENGRAVED ARCHED WOOD TRAPPED BURNING SMELL 
5 TL DOUBLE SQUARE STONE STABLE = MUSTY SMELL 
6 | NARROW eee Bes aon, «SEALED AIR. IS SUCKING IN 


Example: You roll 1,2,3,4,5,6 . This would read, “You see a Large plain round wooden entryway that 
appears to be stable. The air is rushing inward thru it.” 


ROLL 1D6 ON EACH COLUMN FOR THE AREA CONNECTION 


DESCRIPTION TYPE DIRECTION 
LONG PASSAGE FORWARD SLIGHT GRADE | 
SHORT CHAMBER SLIGHTLY CURVED RIGHT 
NARROW TUNNEL SLIGHTLY CURVED LEFT 
WIDE OPENING HARD RIGHT 
SMOOTH UPWARD SLOPING HARD LEFT 
ROUGH DOWNWARD SLOPING FORWARD FLAT 


Example: You roll 1,2,3. This would read, “The passage ahead is a long chamber that slightly curves to 
the left.” 
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ROLL 1D6 ON EACH COLUMN FOR THE SHAFT DESCRIPTION 


SHAPE FLOOR CEILING WALLS ATMOSPHERE  SYYOU ENCOUNTER 
SQUARE POOL Low MOSS DAMP NPC | 
RECTANGLE STALAGMITES HIGH SLIME SMELLS OBSTACLE 
OVAL SMOOTH STALACTITES WRITING HUMID TRAP 
CIRCULAR RUBBLE SMOOTH MAOLD COLD DISCOVERY 
HEXAGON MAUCK CRACKED ROUGH HOT EVENT 
OCTAGON HARD STAINED DAMAGED DARK MONSTER 


Example: You roll 1,2,3,4,5,6. This would read, “The room is Square with a hole in the floor. The ceiling 
is jagged and the walls are smooth. It feels hot and a monster suddenly appears from the hole.” 


ROLL IDG FOR ROOM ENCOUNTER DESCRIPTION 


NPC WIZARD SCAVENGER, BOUNTYMAN MONK EXPLORER. =: HUNTER 
OBSTACLE CAVE IN STALAGMITES CRAVAS COBWEB POOL NARROW 
TRAP —— POISON G&S BOREHOLE BOULDER PIT RUBBLE 

1D8 COPPER ID6 SILVER. «IDG IRON 1D4 GOLD 

* , 
DISNEY hy ORE NUGGETS ORE Ore DY NUGGETS 
EVENT SINGING TREMOR RUSHING AIR. -MAIST SCREAM DEEP TONE 
HOSTILE LOST SOUL DWELLER RUBBLEBACK ake IDAHI RATS 1D4+#1 BATS 


Refer to Bestiary for Hostile encounter stats, or NPC table for NPC stats as needed... 


ROLL 1D6 FOR BODY FOUND 


1D6 * BODY 

1 €XPLORER | SATCHEL eae eae || abare || OREM: | WNcceR 
ee ee | | LoincotH | FisH =| SATCHEL | CON OF 
5 maven | otamr SH ERIER MAING ON ic 
& maine | overon SOF HOMER Nae WARE poe 
> ANIMAL BEAR WOLF RAT BAT DONKEY SNAKE 
6 SCAVENGER ROBE vou -WINESKIN, | TORCH | RATION | HUStING 
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CAVES 


aves are scattered thru out the land, mostly in the mountainous areas. 
Most of these caves are homes of hostile creatures, who will ferociously protect 
their home from intruders, so be on guard when venturing into any caves. 


It is rumored the Stillwater Lake and the Temple of the Sun Plateau could be 
interconnected tru caves. Roll an entrance and ten area rolls to create a path. 


inkholes may be found thru out the land and some of these may also lead into 
underground caverns. You will need the proper equipment to explore such places. 
Going down into these unprepared would be foolish. 


Random Caves: Decide how many areas you want the cave to include then roll it out. 


ROLL IDG ON EACH COLUMN FOR THE ENTRANCE 


ID6 OPENING DESCRIPTION FEATURE TYPE APPEARS CONDITION 
| 1 LARGE JAGGED TRIANGULAR OPENING SELDOM USED DAMP 
2 SMALL SMOOTH ROUND ENTRANCE OFTEN USED WET 
3 MASSIVE SCARRED OBLONG HOLE WEATHERED DRY 
4 WIDE ENGRAVED SEMI-SQUARE GASH STRANGE SANDY 
> TALL PAINTED TEAR SHAPED MAOUTH NATURAL ROCKY 
6 NARROW HIDDEN ODD SHAPED CREVASSE MAAN MADE DEBRIS FILLED 


Example: You roll 1,2,3,4,5,6 . This would read, “You see a Large smooth oblong gash that appears to 
be natural. There is much debris in the way.” 


ROLL IDG ON EACH COLUMN FOR THE AREA CONNECTION 


DESCRIPTION WYP E DIRECTION 
LONG PASSAGE FORWARD SLIGHT GRADE 
SHORT CHAMBER SLIGHTLY CURVED RIGHT 
NARROW TUNNEL SLIGHTLY CURVED LEFT 
WIDE OPENING HARD RIGHT 
SMOOTH UPWARD SLOPING HARD LEFT 
ROUGH DOWNWARD SLOPING FORWARD FLAT 


Example: You roll 1,2,3. This would read, “The passage ahead is a long chamber that slightly curves to 
the left.” 
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ROLL 1D6 ON EACH COLUMN FOR AREA DESCRIPTION 


SHAPE FLOOR CEILING WALLS ATMOSPHERE YOU ENCOUNTER 
OBLONG POOL LOW MOSS DAMP NPC 
RECTANGULAR — STALAGCMITES HIGH SLIME SMELLS OBSTACLE 
OVAL SMOOTH STALACTITES WRITING HUMID TRAP 
CIRCULAR RUBBLE PITTED MAOLD COLD DISCOVERY 
JAGGED MAUCK CRACKED ROUGH HOT EVENT 
PEAR SHAPED HARD STAINED SCRATCHED DARK HOSTILE 


Example: You roll 1,2,3,4,5,6. This would read, “The area is oblong. The floor is covered with 
stalagmites and the ceiling has stalactites. The walls are covered in mold. It is hot & there is a Hostile. 


ROLL ID6 FOR ROOM ENCOUNTER DESCRIPTION 


NPC WIZARD SCAVENGER PRISONER | NAONK EXPLORER HUNTER, 
OBSTACLE CAVE IN STALAGMITES CRAVAS | COBWEB POOL NARROW 
TRAP — 1D12 BUGS BORE HOLE | BOULDER PIT RUBBLE 
DISCOVERY —-* BODY AMMO POUCH | WATER SKIN SLING | ROPE 50’ RATION 
EVENT SCRATCHING TREMOR — RUSHING AIR. NAIST. ss DRIPPING BLURP 
HOSTILE OGRE IDA ICORUIN Ga NID BR TQ ieee abun THUG 


BORE DRAGON 


Refer to Bestiary for Hostile encounter stats, or NPC table for NPC stats as needed.. 


ROLL 1D6 FOR BODY FOUND 


ID6 * BODY 


CLOTH LEATHER STURDY 


1 EXPLORER SATCHEL ere PANTS BDOTE TORCH IDG PITONS 
SAND GIANT RUBBLE 
2 CREATURE DWELLER = GILLESEIAN DRAGON LEECH BACK ZOMBIE 
CLOTH CLOTH F 
3 EXPLORER BACKPACK ier PANTS BOOTS TORCH ROPE SO 
CLOTH LEATHER MINING | WATER 
4 MINER Ay SHIRT PANTS BOOTS SKIN Sato 
5 ANIMAL BEAR WOLF RAT BAT HOG SNAKE 
CHAIN FUR ANTI 
6 SCAVENGER Se MAIL ARMOR eee RATION VENOM 
TOP PANTS POTION 
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SEX CAVES 


everal Sea Caves have been found along the east, west and south beach areas of the 

coasts of Rhagrhyfel. These caves are often used by Pirates for hiding treasure and 

contraband, but they are also dangerous due to flooding during high tides and are 
sometimes the homes of various hostile creatures. Roll an entrance and then decide 
how large the cave will be. You will then make area rolls to create a cave to your liking. 


nderwater sea caves also exist, but these are difficult to find, let alone explore 
without proper equipment. Use the method above to create underwater caves. 


ROLL ID6 ON EACH COLUMN FOR THE ENTRANCE 


ID6 OPENING DESCRIPTION FEATURE TYPE APPEARS CONDITION 
| 1 LARGE JAGGED TRIANGULAR OPENING SELDOM USED DAMP 
2) SMALL SMOOTH ROUND ENTRANCE OFTEN USED WET 
3 MASSIVE SCARRED OBLONG HOLE WEATHERED DRY 
4 WIDE ENGRAVED SEMI-SQUARE GASH STRANGE SANDY 
5 TALL PAINTED TEAR SHAPED MAOUTH NATURAL ROCKY 
6 | NARROW HIDDEN ODD SHAPED CREVASSE MANMADE DEBRIS FILLED 


Example: You roll 1,2,3,4,5,6 . This would read, “You see a Large smooth oblong gash that appears to 
be natural. There is much debris in the way.” 


ROLL IDG ON EACH COLUMN FOR THE AREA CONNECTION 


DESCRIPTION TYPE DIRECTION 
LONG PASSAGE FORWARD SLIGHT GRADE 
SHORT CHAMBER SLIGHTLY CURVED RIGHT 
NARROW TUNNEL SLIGHTLY CURVED LEFT 
WIDE OPENING HARD RIGHT 
SMOOTH UPWARD SLOPING HARD LEFT 
ROUGH DOWNWARD SLOPING FORWARD FLAT 


Example: You roll 1,2,3. This would read, “The passage ahead is a long chamber that slightly curves to 
the left.” 
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ROLL IDG ON EACH COLUMN FOR AREA DESCRIPTION 


SHAPE FLOOR CEILING WALLS ATMOSPHERE YOU ENCOUNTER 
OBLONG FLOODED LOW MOSS HUMID NPC 
RECTANGULAR BARNACLES HIGH SLIME STALE OBSTACLE 
OVAL STALAGMITES = STALACTITES WRITING WET TRAP 
CIRCULAR DEBRIS PITTED BARNICALS COOL DISCOVERY 
JAGGED SEAWEED CRACKED ROUGH WARM EVENT 
PEAR SHAPED HARD STAINED SCRATCHED DARK HOSTILE 


Example: You roll 1,2,3,4,5,6. This would read, “The area is oblong. The floor is covered with 
Barnacles and the ceiling has stalactites. The walls are also covered in Barnacles. 
It is warm in here and there is a Hostile creature. 


ROLL 1ID6 FOR ROOM ENCOUNTER DESCRIPTION 


NPC HERBALIST SCAVENGER PRISONER MAONK EXPLORER. FISHERMAN 
OBSTACLE CAVEIN | STALAGMITES | CRAVAS COBWEB POOL NARROW 
TRAP eee 1D12 BUGS GNTE BOULDER, FLOOD RUBBLE 
CHEST OF 1D20 BOX OF IDG 1D20 1D20 1D20 
DISCOVERY ely JEWELS PEARLS COPPER SILVER GOLD 
EVENT SCRATCHING TREMOR | RUSHING AIR MAIST DRIPPING BLURP 
GIANT GIANT SAND 

HOSTILE PIRATE GILLESEIAN TENTACLE Ban oe Aeriast 


Refer to Bestiary for Hostile encounter stats, or NPC table for NPC stats as needed.. 


ROLL 1D6 FOR BODY FOUND 


ID6 * BODY 


1 | €XPLORER | SATCHEL en ee "oe TORCH _1D6 PITONS 
PD VcibeRs ee ee LOIN CLOTH FISH SNTCHEL ee 
3 €XPLORER | BACKPACK ere — BOOTS TORCH | ROPE SO’ 
4  GILLESEIAN POUCH ROPE 50’ FISH NET TRAP 1D4 BAIT Hoos 
5 PIRATE fcane | mint | pants | soots | orrum | SABRE 
Guiscmvencers) ‘ON IER AN nan Pee || aie eRe 
TOP PANTS POTION 
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CREATURES 


BATS, RATS, SPIDERS, 
SNAKES, WILD BOARS, 
BEARS, ALLIGATORS, 
WOLVES, TENTACLES, 
GIANT CRABS, TOADS. 
FROGS, EECCHES.., 


ABLE OF CONTENTS 


MAONSTERS 


IMPS, DEMONS, GHOSTS, 
GHOULS, GOBLINS, 
SKELETONS, OCRES, 
TROLLS, WORMS, 
TRUNKS, DRAGONS 


PIRATES, CULTISTS, 
THUGS, SORCERERS 
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ou will definitely encounter a 
y variety of hostile animals, people 
and monsters with various skills 
during your Unchained adventure. 


Here on the next few pages you will find a 
listing of those that you may encounter. 


They will have a set of stats that you will 
need to refer to when entering combat or 
other actions during an encounter. 


ABLE OF CONTENTS 


THE UNCHAINED 
BESTIARY 


The common Stats that they will all 
have are as follows. 


Awareness, Will, Wisdom, Defense, 
Difficulty, Attack and Body points. 


Refer to the individual listing for more 
details. 


Awareness is the level of which 


the opponent becomes aware of you. 


Will is the level of resistance the 
opponent has against intimidation. 


Wisdom is the level of knowledge 
that affects trade and negotiation. 


Difficulty is the number not to be 
exceeded on your attack roll. 
Exceeding this number is a Miss. 


Attack is the dice that will be used 
to represent the possible damage 
the opponent can do to you on their 
turn. 


Body Points is the number of Hits 
that it takes to defeat the opponent. 


All attacks against Hostiles will use 
the Part Hit roll, and take damage 
to the Body Points until they reach 
zero. 


It is still fun to know where and 
how you hit the Hostile. 
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DISEASE & POISON 


SOME CREATURES MAY CARRY DISEASE OR POISON 


Roll 1d6 once, to determine if a creature does. 


Rolling a 1 is Yes. 


Diseased or Poisoned until you do one of the following. Drink a potion you have 
on hand. Find someone to heal you, find or purchase a potion. If you have learned 
the skill and have necessary items, then you may create a potion yourself. 


H or Disease or Poison you will add 1 extra damage to the attack. You will remain 


This damage is Not regained by Resting. You will indicate this as Poisoned or 
Diseased in the Status box and decrease your Body points in the box of the part that 
was hit on your character sheet. You will lose 1 Body point per day until you are cured 
of the Disease or Poisoning. 


You are not poisoned or diseased, unless your Armor has been rendered useless first. 
You may only be poisoned or diseased once per battle. 


to poison weapons. You must have something to store it in or you may only take 
one dose to poison your current weapon. Roll 1d6 for the amount taken from 
defeated creature. 


Pp oisons and Blood may be taken from defeated creatures to be used for potions or 


G- Gold, S - Silver, C- Copper. V = Value. Example: V2c = 2 Copper. 
Items taken may have various quantities. Quantity is abbreviated as Qty. 
Each is abbreviated as ea. and ounce is oz. 


V alues of items taken from defeated creatures are abbreviated as follows: 


Some Hostiles may also have a Poisoned Weapon. Roll 1d6 to determine if the weapon 
is poisoned. Rolling a 1 indicates it is. If so, you will add 1 extra damage to the attack. 


Again, This damage is Not regained by Resting. You will indicate this as Poisoned 
in the Status box and decrease your points in the associated body part box on your 
character sheet. You will lose 1 body part point on the affected part, per day until you 
are cured of the Poisoning. 


You are not poisoned unless your Armor has been rendered useless first. You may only 
be poisoned once per battle. 
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id1i2 checks. 


THE WORM 
BODY POINTS 1d4 You must Roll: 
- DIFFICULTY 8 Greater than 2 to 
a Negotiate. 
ee ATTACK 1d4 
re Greater than 3 to 
laa bes 4 Intimidate. 
WILL 
3 Greater than 4 to Sneak 
AWARENESS 4 past or Hide from. 


beaches, and the Mud Worm along the Rivers and Lakes. Roll 1d4 for its attack. 

The bite can also carry Poison. The Worm has a tough Hide. To flee, it retracts 
into the sand or mud. Upon victory you may take the 1d4 Meat - V4C, 1d10 Teeth V1C 
ea. , 1 Hide V1S. You may extract 1d4 Poison V1C oz., You may extract 1d4 Blood V1C 
oz., The Hide V1S, may be used for making Armor and the Teeth V1C ea., are used for 
arrow tips. The Worm Meat provides 1 bp per portion raw and 2 bp cooked. 


T here are two types of Worms. The Sand Worm will be found along the coastal 


i eee 861412 checks. 
“es BODY POINTS | idio You must Roll: 
a 


Bi “A DIFFICULTY 10 Greater than 3 to 
— : iy ers cK ay Negotiate. 
| Greater than 4 to 
OM Intimidate. 
[ WILL 
\ . Greater than 5 to 
i AWARENESS 5 Sneak past or Hide 
from. 


coastal beaches, and the Mud Worm along the Rivers and Lakes. Roll 1d4 for its 

attack. The bite can also carry Poison. The Giant Worm has a tough Hide. To 
flee, it retracts into the sand or mud. Upon victory you may take the 1d4 Meat - V4C, 
1d10 Teeth V1C ea., 1 Hide V1S. You may extract 1d4 Poison V1C oz., You may extract 
1d4 Blood V1C oz., The Hide V2S, may be used for making +1 Armor and the Teeth V1C 
ea., are used for arrow tips. 


T here are two types of Giant Worms. The Sand Worm will be found along the 


The Giant Worm Meat provides 2 bp per portion raw and 4 bp cooked. 
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idi2 checks. 
mee GIANT CRAB 


You must Roll: 


BODY POINTS 1d8 


x ye 
lite 2 g~ae DIFFICULTY Greater than 3 to 
14 f. Sin SS s Negotiate. 
W/L ya (wy | AttAck 1d4 
if rye —, »/ } Greater than 4 to 
Vv ee WISDOM 3 Intimidate. 
WILL 4 Greater than 5 to 
AWRXRENESS ; — past or Hide 


attack. The pinch can also carry Disease. The Giant Crab has a hard shell that 

provides its defense. If defeated you may take 1d6 Crab Meat V1S. It provides 1 
bp per portion raw and 2 bp cooked. You may extract 1d4 Blood V1C oz., if you have a 
bottle to collect it in. You may also find a use for the Hard shell. 


T he Giant Crab will be found along the beaches and waterways. Roll 1d4 for its 


THE BAT 1d12 checks. 


jp Io“, BODY POINTS 146 You must Roll: 


> h : 
ys > Yet \ \ Pw» 
Ma Sey Va * DIFFICULTY 8 


Ar~fL_| a a Greater than 4 to 
~ Y i j (A ATTACK 1d4 Negotiate. 
AM. \ 
WW“) I 
ar \) i) WISDOM 4 Greater than 4 to 
v Intimidate. 
WILL 4 
Greater than 9 to 
EASINESS Sneak past or Hide 
from. 


attack. The bite can also carry disease. The Bat defends by quickly dodging 

attacks. If defeated you may take 2 wings V2C ea. Bat Wings are used to make 
Potions. You may extract 1d4 Blood V2C oz., also used in Potions, if you have a bottle 
to collect it in. 


T he Bat will be found in caves & crypts and any area after dark. Roll 1d4 for its 


You may collect 1 Bat Meat if Not diseased. The Bat Meat V1C provides 1 bp per 
portion raw and 2 bp cooked. It can also be used for bait, sale or trade. 
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Cicero 1d1i2 checks. 


BODY POINTS 1d6 


You must Roll: 
“7 “VF DIFFICULT 
i ¥ i a u 15 Greater than 4 to 
f we 6h ATENCK 1d4 Negotiate. 
af WISDOM 4 Greater than 4 to 
7m Intimidate. 
Sth WILL 4 tienes 
reater than 6 to 
I NEAISSSIIESS | 6 Sneak past or Hide 
from. 


carry Disease. If defeated you may take its Tail. The Rat Tail V1C is used for 

Potions. You may extract 1d4 Blood Vic oz., if you have a bottle to collect it in. It 
provides 1 Meat V1C, if not Diseased. The Rat Meat provides 1 bp per portion raw and 
2 cooked. It can also be used for bait. 


sh he Rat may be found anywhere. Roll 1d4 for its attack. The Rat bite can also 


id1i2 checks. 


THE GIANT SPIDER 


You must Roll: 


P BODY POINTS 1d6 
Re. iN DIFFICULTY 12 Greater than 4 to 
7 (A Ay \S Negotiate. 

/ firs® Bethy Ss ATTACK 1d4 
} i" Greater than 4 to 
Yh WISDOM 4 Intimidate. 
aN 
WILL 4 Greater than 6 to 
AWRXRENESS Saag past or Hide 


he Giant Spider may be found anywhere. Roll 1d4 for its attack. The bite can be 

poisonous. If defeated you may extract 1d4 Blood V1C, if you have a bottle to 

collect it in. You may extract 1d4 Poison V1C, if you have a bottle to collect it in. 
If not you may Poison your Weapon. You may take the Spider 1d8 Legs V1C ea. for use 
in Potions. It is not edible. 
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THE SNAKE 1d12 checks. 


BODY POINTS 1d12 You must Roll: 
DIFFICULTY 
a 15 Greater than 6 to 
ATTACK 1d4 Negotiate. 
WISDOM 6 Greater than 6 to 
Intimidate. 
WILL 6 
Greater than 6 to 
Cu 6 Sneak past or 
Hide from. 


poisonous. If defeated you may take the Skin V2C, 2 fangs Vic ea. and 1d4 Meat 

viC. If the snake is poisonous you may extract 1d4 Blood V1C, for use in a Potion. 
You must have a bottle to put it in. You may also take 1d4 Venom V2C, if you have a 
bottle, or you can only poison the current weapon. The Snake Meat V1C, provides 1 bp 
per portion raw and 2 cooked. 


T he Snake may be found anywhere. Roll 1d4 for its attack. A Snake bite can be 


id1i2 checks. 


re APETGATO KR 
You must Roll: 


BODY POINTS 10+1d6 


Greater than 5 to 
DIFFICULTY 18 Negotiate. : 
ATTACK 
1d8 Greater than 8 to 
WISDOM ‘s Intimidate. 
WILL 8 Greater than 8 to 
Sneak past or Hide 


AWARENESS 8 fam. 


Alligator has a very tough hide. Its bite does 1d8 damage. If defeated you may 
take the hide V1S, 1d6 Teeth V3C, 1d6 Meat V4C ea. The Meat provides 2 bp per 
portion raw and 3 cooked. 


T he Alligator may be found in and around the waters. Roll 1d8 for its attack. The 


Roll 1d4 to see if it has any valuables in its belly. 1 is nothing, 2 is a gold necklace, 3 is a 
jeweled silver bracelet and 4 is gold diamond ring. 
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idi2 checks. 


THE TENTACLE 


You must Roll: 


BODY POINTS 10+1d4 
Greater than 5 to 
DIFFICULTY 8 Negotiate. 
ATTACK 1d8 Greater than 5 to 
nan E Intimidate. 
Greater than 6 to 
WILL . 
Sneak past or Hide 
AWARENESS 6 from. 


Tentacle attacks by grabbing its prey and flinging them or bashing them on the 

ground. If defeated you may take the Hide V4C, 1d4 Sucker rings V2C ea., You 
may extract 1d4 Blood V1C, if you have a bottle to collect it in. 1d6 Meat V3C ea. The 
meat provides 2 bp per portion raw and 3 cooked. 


T he Tentacle may be found only in the waters. Roll 1d8 for its attack. The 


THE WILD HOG 1d12 checks. 
BODY POINTS 1d12 You must Roll: 
DIFFICULTY 20 Greater than 6 to 
ATTACK 1d6 ics al 

Greater than 8 to 
WISDOM 6 Intimidate. 
WILL 8 Greater than 8 to 
AWARENESS 3 Pe past or Hide 


Hog charges its opponent using its tusks to inflict damage. If defeated you may 

take 2 tusks V4C, You may extract 1d4 Blood V1C, if you have a bottle to collect 
itin. You may take the Hide V1S and 1d6 Meat V3C ea. The meat provides 2 bp per 
portion raw and 3 bp cooked. 1d4 Hog hooves V2C ea. may also be taken to be used in 
Potions. 


T he Wild Hog may be found about anywhere. Roll 1d6 for its attack. The Wild 
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cr THE WOLF 1d12 checks. 


OS, | 
j ° &\) BODY POINTS 1d10 You must Roll: 
J \ 
yi . DIFFICULTY 20 Greater than 7 to 
_ Negotiate. 
ey, sr ATTACK 1d6 
Greater than 7 to 
WISDOM 7 Intimidate. 
x yy WILL 7 Greater than 6 to 
- si Sneak past or 
AWARENESS 6 Hide from. 


take the Pelt V4C, 1d4 Blood V1C and 1d4 Meat ViC ea. The meat provides 1 


T he Wolf may be found anywhere. Roll 1d6 for its attack. If defeated you may 
bp per portion raw and 2 cooked. 


ra = ao THE BEAR 1d12 checks. 
Ml BODY POINTS 10+1d8 You must Roll: 
“ ts DIFFICULTY 20 Greater than 8 to 
‘ ATTACK 1d8 oe 
( | WISDOM 8 Greater than 8 to 
Intimidate. 
ie WILL 8 
Ket Greater than 6 to 
: AWARENESS 6 Sneak past or 
Hide from. 


extract 1d4 Blood V1S oz., if you have a bottle to collect it in. You may take 
the Pelt V2S, 1d8 Claws V3C ea. and 1d8 Meat V3C. The Bear meat provides 
2 bp per portion raw and 3 cooked. 


T he Bear may be found anywhere. Roll 1d8 for its attack. If defeated You may 


Roll 1d4 to see if it has any valuables in its belly. 1. is nothing, 2. is a silver 
necklace, 3. is an engraved bone bracelet 4. is 1d6 silver coins. 


Some animals may be negotiated or distracted by offering food. Some may be intimated by your 
actions or fire. You must roll greater than the creatures Will to be successful. 
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Waite PRONE 1d12 checks. 


BODY POINTS 1d20 


You must Roll: 


ARMOR 
Zee Greater than 6 to 

DIFFICULTY i Negotiate. 
ERO NEI 2 1d8 Greater than 6 to 

Intimidate. 
WISDOM 6 

Greater than 6 to 
ea 6 Sneak past or Hide 
AWARENESS 6 from. 


light clothing, consisting of shirt, pants, belt, boots and hat. He is armed with 

a 1d8 Short Sword. He carries a 1d6 money pouch and 1d4 Jewelry 1G ea. He 
may have a bottle of Rum V2C oz. Roll 1d4 Even is Yes odd is no. If yes roll 1d6 for 
how much is left in the bottle. Rum grants a +1 Will for 1 use. You may only take 1 
sip at a time. 


T he Pirate may be found anywhere. Roll 1d8 for his attack.The Pirate wears 


TRE CULEISE 1d12 checks. 


BODY POINTS 1d20 


You must Roll: 


ARMOR 
ee Greater than 10 to 

DIFFICULTY 20 Negotiate. 
ATUNCK 1d6 Greater than 10 to 

Intimidate. 
WISDOM 10 

Greater than 7 to 
EL LO Sneak past or Hide 
AWARENESS 7 from. 


Cultists wear Light Static +1 Armor, consisting of a Fine Robe, Belt, Boots. 

They often carry 1d6 Poison Blades V4S. The Cultist carries a 1d6 money 
pouch and 1d4 Pearl Jewelry ViG. They may have an Anti Venom Potion V1S. Roll 
1d4 Even is Yes odd is no. If yes roll 1d6 for how much is left in the bottle. Each sip 
grants 1 Cure. 


T he Moon Eye Cultist may be anywhere. Roll 1d6 for its Blade attack. The 


The Cultists covet and wear a large Pearl as a symbol of the Moon . 
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Erbe THUG 1d12 checks. 


BODY POINTS 1d12 You must Roll: 


ARMOR 2ea Greater than 6 to 

N iate. 
DIFFICULTY 18 ou 

Greater than 6 to 
ATTACK 1d8 Intimidate. 
WISDOM 6 Greater than 6 to 
yi 6 ae past or Hide 
AWARENESS 6 


Medium Static +2 Armor, consisting of a Thick Leather vest, pants, belt, 

and boots. He is armed with a 1d8 Short Sword, and a 1d4 dagger. He 
uses both to attack. He carries a 1d6 money pouch and 1d4 jewelry. Thugs are 
also sometimes referred to as Bandits, Thieves or Burglars. 


T he Thug may be found anywhere. Roll 1d8 for his attack. The Thug wears 


THE IMP idi2 checks. 
BODY POINTS 1d6 You must Roll: 
DIFFICULTY 10 Greater than 6 to 
ee aa Negotiate. 
WISDOM 6 Greater than 6 to 
Intimidate. 
WILL 6 
Greater than 6 to 
AWARENESS 6 Sneak past or Hide 
from. 


dangerous. Roll 1d6 for a chance of Poison or Disease. 


T he Imp may be found anywhere. Roll 1d4 for its attack. Its Claws can be 
Rolling a 1. is Poison 2. is Disease. 


If defeated you may extract 1d4 Blood V1S, if you have a something to collect it in. You 
may also take 2 Ears V3C. Ea. and 1d10 Claws V2C ea. These are both used for Potions. 
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THE DEMON 1d12 checks. 


BODY POINTS 1d20 You must Roll: 


DIFFICULTY 19 Greater than 6 to 

ay dé Negotiate. 
Greater than 6 to 

WISDOM 6 Intimidate. 

WILL 6 Greater than 6 to 


Sneak past or 
Hide from. 


AWARENESS 6 


take its 2 Ears V1S and 1d6 Teeth V3C ea. You may extract 1d4 Blood V1S oz, if 

you have a bottle to collect it in. Roll 1d4 to see if it carrying any Valuables 1. is 
nothing, 2. is an empty flask, 3. is a 1d4 Health potion V1S and a 4 is a 1d4 Disease 
cure V1S. 


T he Demon may be found anywhere. Roll 1d6 for its attack. If defeated you may 


THE SORCERER: 1d12 checks. 
- ——=\N ! | 
AN 
| p= SX BAe) 6+1d20 You must Roll: 
b \\ 
e ey ARMOR 
=e) & aes Greater than 10 to 
DIFFICULTY 18 Negotiate. 
a 
z a) a ATTACK 1d8 Greater than 10 to 
a Intimidate. 
; A} WISDOM 10 
Cnagt Greater than 4 to 
Oy, wee 7% Sneak past or Hide 
AWARENESS 4 from. 


also call forth a Skeleton to join the fight. To see, Roll 1d6. If you roll a 1 then 

the sorcerer is successful. Refer to the Skeleton’s stats, and bring it into the 
battle. The Sorcerer may also call forth a Trunk to join the fight. To see, Roll 1d6. If 
you roll a 6 then the sorcerer is successful. Refer to the Trunk’s stats, and bring it 
into the battle. 


T he Sorcerer may be found anywhere. Roll 1d8 for its attack. The Sorcerer may 


The Sorcerer wears a Heavy +3 Magical Armor, in the form of a Magically Enhanced 
Robe, shoes and Sash. Also carried is a 1d6 coin pouch. The Sorcerer also may have 
the following Potions. A 1d4 healing potion V1iS, 1d4 Anti Venom V1S and a 1d4 
Disease cure V1S. To see Roll 1d4 Even is Yes odd is no. 
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PALE 
fo 


THe GHOUME 

“BODY POINTS W0, | 
DIFFICULTY 20 
ATIACK 1d6 
WISDOM : 
WILL 8 


AWARENESS 8 


idi2 checks. 


You must Roll: 
Will Not Negotiate. 


Greater than 8 to 
Intimidate. 


Greater than 8 to 
Sneak past or Hide 
from. 


attack. Its Claws can carry Disease. The Ghoul wears tattered clothing. It 


T he Ghoul is one of the Undead and may be found anywhere. Roll 1d6 for its 


carries nothing. You can collect 1d4 hair Vic ea. from its head for Potions. 
You may extract 1d4 Blood V1C, if you have a bottle to collect it in. They are also 
referred to as Zombie or Undead. 


THE GHOST 

BODY POINTS 1d20 
DIFFICULTY 20 
ATTACK 1d6 
WISDOM 8 
WILL 8 
AWARENESS 4 


idi2 checks. 


You must Roll: 


Greater than 8 to 
Negotiate. 


Greater than 8 to 
Intimidate. 


Greater than 4 to 
Sneak past or Hide 
from. 


leave 1d4 Ectoplasm V1G oz., 1d4 Gold dust V3S oz. These may be used for 


T he Ghost may be found anywhere. Roll 1d6 for its attack. If defeated it will 


creating Magical Enhancements. It may also be referred to as a Specter, Soul, 


Phantom, or Shade. 
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THE GOBLIN 1d12 checks. 


BODY POINTS 1d8 


You must Roll: 


VA ARMOR 
\ Xup oF 4 ae Greater than 4 to 
SS j DIFFICULTY 20 Negotiate. 
cS) ( p y ATTACK 1d4 Greater than 4 to 
Intimidate. 
“~~ WISDOM 
Greater than 6 to 
ee Sneak past or Hide 
AWARENESS 6 from. 


Ranged or Melee weapons. It has +1 Hide Armor. If defeated it will have a 

1d4 Sling & 1d20 stones V1C ea. or a 1d4 Melee weapon V2G. You may take 
1d4 Teeth V2C ea.,Two Ears V2C ea. You may extract 1d4 Blood V1C oz, if you have 
a bottle to collect it in. 


T he Goblin may be found anywhere. Roll 1d4 for its attack. It may attack with 


1di2 checks. 
THE SKELETON oo 
BODY POINTS 1d10 You must Roll: 
DIFFICULTY 15 Greater than 8 to 

Negotiate. 
ATTACK 1d8 

Greater than 8 to 
ones 8 Intimidate. 
WILL 

8 Greater than 6 to 

AWARENESS 5 Sneak past or Hide 


from. 


for its attack. It may attack with Ranged or Melee weapons. If defeated it will 

have a 1d8 Bow & 1d10 arrows . or a 1d8 Melee weapon. You may take the 
Skull V3S as a Trophy, along with 1d10 Finger Bones V1S ea. Bones are used to make 
potions. The Crab islanders often use them as currency for trade. 


T he Skeleton may be found anywhere. It has been animated by Magic. Roll 1d8 
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4 THe OGRE 1d12 checks. 


f BODY POINTS | 190 +1d20 You must Roll: 


fr akan a fille \) DIFFICULTY 20 Greater than 6 to 
(| OD cv Negotiate. 
} ATTACK 1d10 
Greater than 8 to 
. 2 WISDOM 6 Intimidate. 
lad a ee 8 Greater than 6 to 
AWMEBENESS 2 Sneak past or Hide 
from. 


has a large wooden club as a weapon. If defeated you may take 1d4 
Teeth V1iS ea. You may extract 1d4 Blood V3C oz., if you have a bottle to 
collect it in. 


T he Ogre may be found in and around Caves. Roll 1d10 for its attack. It 


/ 
\ | / / 4 f/ ly f 
WAV SAN 1di2 checks. 
A VWF N / THE TRUNK 
Oi B | | 
IK 44 f You must Roll: 
Bice pb BODY POINTS 5 +1d10 
. ly W\eF/ DIFFICULTY 20 Greater than 8 to 
oS 17 Negotiate. 
«() } } A} ATTACK 1d10 
\ PAX YY Greater than 8 to 
i\\ \ wee 
" / | ye 8 Intimidate. 
A \ WILL 
ij \\ q : Greater than 5 to 
J \ \ AWRXRENESS 5 Sneak past or Hide 
fj LO RN = from. 
4 Sy 


he Trunk is a Tree Golem brought to life by Magic. It may be found in 

Woods or Forests. Roll 1d10 for its attack. If defeated you may take 1d4 

wood V1S, as either Logs, Limbs or Bark, that may be used to Fashion 
Magical Staves or ground into powder for Potions. 
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THE SEA DRAGON 1d12 checks. 


BODY POINTS 10 + 1d20 


You must Roll: 


DIFFICULTY 
ms Greater than 10 to 

ATTACK 1d12 Negotiate. 
WISDOM 10 Greater than 10 to 

Intimidate. 
WILL 10 

Greater than 4 to Sneak 
SEIN SY) | 4 past or Hide from. 


he Sea Dragon may be found among the rocky coastal areas along the beach, or 

within the Sea caves. Roll 1d12 for its attack. If defeated you may take its Dragon 

scale Hide V3G. 1d6 teeth V1G ea. 1d6 Meat 1G ea. The Dragon Meat provides 6 
bp per portion raw and 12 bp cooked. 1d4 Dragon blood V1iG oz. if you have a bottle to 
put it in. 


/ THE GILLESEIAN 1d12 checks. 
ta — BODY POINTS Q4+ 1d12 You must Roll: 
DIFFICULTY 20 Greater than 10 to 
Negotiate. 
ATTACK 1d12 
Greater than 8 to 
WISDOM 10 Intimidate. 
WILL 8 Greater than 5 to 
ONES z Sag past or Hide 


by using its Claws in close combat or the magical manipulation of the water 

from a distance. This attack causes a blast of water that may contain debris. 
The water rush may cause you to lose an item. Roll 1d4 for a chance of loss. Rolling a 
1is Yes. Roll 1d4 for the value of the loss. If defeated you may take the skin, 1d4 fins, 
1d4 blood if you have a bottle. They often carry a pouch that may contain: 1d4: 1. 1d6 
Kelp, 2. 1d6 Mussels, 3. 1d6 small fish, 4. 1d4 Pearls. 


T he Gilleseian is an aquatic creature found in the Sea, lakes or rivers. It attacks 
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BUGS 1d12 checks. 


BODY POINTS 1d6 


NV You must Roll: 
ie DIFFICULTY 6 Will not 
ATTACK 1d6/2 Negotiate. 
AY a p \S 
ff DQ \ WISDOM 4 Greater than 4 to 
: Intimidate. 
; WILL 4 
INAYIN Greater than 8 to 


jf Sia AN AWARENESS | 8 Sneak past or 


Hide from. 


attacking. Roll 1d6/2 for its attack. The bite is annoying, but not poisonous nor 
do they carry disease. You must defeat all that are present to claim victory. The 
remains of the smashed bugs can be collected to be used as Bait. 


B ugs of all kinds, may be found anywhere. Roll 1d12 for the number of Bugs 


THE LITCH 1d12 checks. 

BODY POINTS 20 You must Roll: 

DIERICUREY ae Greater than 10 to 

PEN CIC 1d12 Negotiate. 

WISDOM 10 Greater than 10 to 
Intimidate. 

WILL 10 


Greater than 10 to Sneak 
AWARENESS 10 past or Hide from. 


If defeated it will leave 1d8 Ectoplasm, 1d6 Bone Dust V1S oz. These items may 


T he Litch may be found in Dungeons and Crypts. It is armed with a 1d12 Scythe. 
be used for creating Magical Enhancements. 
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THE SUN CULTIST 1d12 checks. 


BODY POINTS 1d20 


You must Roll: 


A 
\\ eae, wee 
ARMOR Qa 
*¢a Greater than 10 to ( 
DIFFICULTY 18 Negotiate. “| ae os 
ATTACK 1d6 Greater than 10 to Py \ 
Intimidate. ee) 
WISDOM 10 ae 
Greater than 7 to 
ee 10 Sneak past or Hide 
AWARENESS 7 from. 


Neophytes and Guards will be found mainly in the Temple area. They all 

wear the same +1 Armor, consisting of a Fine golden Robe, Belt, Boots. The 
Temple Guards will wield 1d8 Staves. The Priests, Acolytes and Adepts wield 1d6 
Jeweled Daggers. The Proselytizers will wield plain 1d6 Daggers. The Neophytes 
and others within the Temple area are unarmed. The Cultist carries a 1d6 money 
pouch and 1d4 Gold Jewelry. They may have an Healing Potion. Roll 1d4 Even is 
Yes odd is no. Each bottle contains 5 sips. Each sip grants 1d8 healing. 


T he Sun Cultist Proselytizers may be anywhere. The Acolytes, Priests, Adepts, 


The Cultists covet Gold and wear a large Gold medallions representing the Sun. 


Roll 1d8 for a Range attack 


1d12 checks. and 1d6 for Melee. The 
UINIEZANL WAI SISIC ISS Warrior will normally use 
BODY POINTS 1241d19 ou must Roll: the Spear for range attack, 

Craster hanes if you are seen at a distance. 
DMCC 19 Negotiate. You may try to Sneak. The 

Warrior will use the hand 

ees eee Greater than 6 to axe for close up melee. 
WISDOM 6 Intimidate. 


The Warrior may also use 


WILL Greater than 6 to 
6 Sneak past or Hide the Spear for Melee. Roll 
AWARENESS C from. 1d4. Even is Yes. Odd is No. 


armor, but is armed with a 1d8 Spear and 1d6 Hand Axe. They carry 1d4 

Pearl jewelry V1G ea. The Warrior may have a pouch of Medicinal herbs. 
Roll 1d4 Even is Yes odd is no. If yes refer to area table for type and roll 1d6 for 
how many. Also the Warrior may have a flask of Spiced Coconut Milk V1S. Roll 1d4 
Even is Yes odd is no. If yes roll 1d6 for how much is left in the bottle. Spiced 
Coconut Milk grants a +1 Awareness for 1 use. You may only take 1 sip at a time. 


T he Tribal Warrior may be found on the Crab Islands. The Warrior wears no 
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THE TANGLE VINE 1d12 checks. 


BODY POINTS 1d8 You must Roll: 
DIFFICULTY 20 Greater than 8 to 
N iate. 
ATIACK 1d8 one 
Greater than 8 to 
WISDOM 8 Intimidate. 
WILL 8 Greater than 8 to 
NUR GEE 3 ose past or Hide 


path and especially in heavily Wooded areas or Forests. It attacks by lying in 

wait, on the ground or in the overhanging tree branches. When its prey is in 
range it lunges and entangles. Roll 1d8 for its attack. It defends by recoiling. It can 
also whip itself and hit its target with its sharp thorns. If defeated you may take the 
thorns, leaves and the vine itself. The vine is strong and can be woven into many 
things. 


T he Tangle vine may be found anywhere there is a clump of trees along a road or 


1d12 checks. 

THE BUNDLE 
- You must Roll: 

BODY POINTS 1d1o 

Greater than 4 to 
DIFFICULTY 20 Negotiate. 
ATTACK 1d10/2 Greater than 4 to 

Intimidate. 
WISDOM 8 

Greater than 2 to 
WILL 8 Sneak past or Hide 
AWARENESS 5 mou 


he Bundle is a bundle of sticks brought to life by Magic. It may be found in 

Woods or Forests. Roll 1d10/2 for its attack. If defeated you may take 1d4 

wooden sticks V1S, that may be used to Fashion Magical wands or ground 
into powder for Potions or just used as kindling. It is said that the wood burns 
different colors and makes odd sounds. 
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THE MAOSSMAN 1d12 checks. 


PSN AONE 6+1d10 You must Roll: 
DIFFICULT F 
a Z fees Does not Negotiate. 
ATTACK 1d10 a 
Cannot Intimidate. 
WISDOM = 
Greater than 5 to 
WILL 4 Sneak past or Hide 
AWARENESS 5 noe 


earth and stones, covered in thick green moss. It attacks by hurling 

chunks of earth and stone from a distance and punching its opponent 
in close range. If defeated you may take 1d6 clumps of moss to use in potions. 
You may take 1d6 small stones for sling ammo. 


T he Mossman is a magically animated creature made of wet muddy 


THE HOG HEAD 1d12 checks. 


BODY POINTS 5+ 1d10 You must Roll: 


Die Te ee aY Greater than 5 to 
ATTACK 1ae Negotiate. 
WISDOM 5 Greater than 5 to 
Intimidate. 
WILL 5 
Greater than 5 to 
AWARENESS 5 Sneak past or Hide 
from. 


turned into a Hog headed servant of the spell caster. It attacks with any 

weapons ranged or close that are available. If defeated you may loot the body. 
It will have One of the following 1d8 Weapons: Short Sword, Mace, Flail, Hand Axe, 
Short Bow and 1d6 arrows. It will also have some miscellaneous items: Roll 1d4 1. 
Water Skin, 2. Wine flask, 3. Bag of 1d6 apples. 4. Bag of 1d8 Corn. 


T he Hog Head is an unfortunate person whom thru a magical spell has been 
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idi2 checks. 


THE STONE BORE 


BODY POINTS 1d10 You must Roll: 
DIFFICULTY 20 Greater than 5 to 
Negotiate. 
ATTACK 1d8 
Greater than 6 to 
mee Intimidate. 
WILL 
° Greater than 6 to 
AWARENESS 6 Sneak past or Hide 
from. 


inside the tunnels that the miners have made in effort to find precious metals and 

gemstones. Many miners have perished from an attacking Stone Bore, or have 
been severely injured by falling into a hole that the Bores have made in a tunnel floor. 
Upon victory you may take the 1d4 Meat - V4C, 1d10 Teeth 1C ea. , 1 Hide V1S. You may 
extract 1d4 Blood 1c oz., if you have a bottle to collect it in. The Hide V1S, may be used 
for making +2 Armor and the Teeth Vis ea., are used for +1 Arrow tips. 


T he Stone Bore is a giant worm like creature that bores its way thru the earth 


The Stone Bore Meat provides o bp per portion raw and 3 bp cooked. 


THE DWELLER 1d12 checks. 
BODY POINTS 5+1d10 You must Roll: 
DIFFICULTY 20 Greater than 5 to 
Fase 1d8 Negotiate. 

Greater than 5 to 
eee 5 Intimidate. 
WILL 5 

Greater than 8 to 
AWARENESS 8 Sneak past or Hide 

from. 


the darkened mine tunnels. It is susceptible to all forms of attack. It attacks by 
trowing stones or objects left behind by other unfortunate fallen adventures. 
It defends by dodging what it can hear. If defeated you may take its satchel. 
Roll 1d4: 1. Empty, 2. 1d4 Cave Moss, 3. 1d4 Small Fish. 4. 1d6 Fish & Moss 


T he Dweller is a blind humanoid creature with excellent hearing that lives inside 
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THE RUBBLEBACK 1d12 checks. 


BODY POINTS 5+1d10 You must Roll: 


DIFFICULTY 20 Greater than 5 to 
oer 1d6 Negotiate. 

Greater than 5 to 
WISDOM 5 Intimidate. 
WILL 5 Greater than 4 to 
WR RENE yi Pat past or Hide 


to all forms of attack, but especially blunt force weapons. It attacks by surprising 

its opponent and knocking them off balance and then moving on top of them and 
biting them with its mouth, that is located on the underneath side of the pile. It defends 
by disguising itself as a pile of rubble or fleeing. If defeated you may take 1d4 poison if 
you have something to put it in. If not you may poison your weapons. You may take 1d6 
teeth, for weapon tips or potions. 


T he Rubble-back appears to be a pile of rubble on the tunnel floor. It is susceptible 


idi2 checks. 


THE LOST SPIRIT 


| BODY POINTS 341d10 ' You must Roll: 


DIFFICULTY 20 Greater than 8 to 

Negotiate. 
ATTACK 1d8 

Greater than 9 to 
Masies 8 Intimidate. 
WILL 

9 Greater than 8 to 
AWXRENESS 8 Sneak past or Hide 
| from. 


It may be found anywhere, but favors caves, mines, crypts, and dungeons It 

attacks by hand to hand combat. Its touch is icy cold and can inflict damage. It is 
susceptible to fire and all weapon attacks. It defends by dodging. If defeated, it will 
leave a large pile of 1d6 Ectoplasm V1G oz., 1d6 Gold dust V3S oz. 1d6 Silver dust V3c 
oz. These may be used for creating Magical Enhancements. 


T he Lost Spirit is the disembodied spirt of one of the many who perished in anger. 
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THE GIANT TOAD 


BODY POINTS 
DIFFICULTY 20 
ATTACK 1d4 
WISDOM 

WILL 

AWARENESS 


5 + 1d10 


id1i2 checks. 


You must Roll: 


Greater than 4 to 
Negotiate. 


Greater than 4 to 
Intimidate. 


Greater than 8 to 
Sneak past or Hide 
from. 


Wa 


areas. Roll 1d4 for its attack. The Toad attacks with its long tongue either 


T he Giant Toad may be found in various places however it prefers the wooded 


grabbing or knocking it prey to the ground. It will attempt to swallow the prey if 


possible. 


If defeated you may take the Skin V6C, You may extract 1d4 Blood Vi1C, if you have a 
bottle to collect it in. The meat is not edible. You may want to open the Toad to see what 
it may have recently swallowed. Roll on area Body table, and area non combatant 


creature table. 


THE GIANT FROG 


BODY POINTS 5 +1d10 
DIFFICULTY 20 
ATTACK 1d4 
WISDOM 4 
WILL 


AWARENESS 8 


id1i2 checks. 


WS , 
You must Roll: | oO ‘,* <) 


Greater than 4 to 
Negotiate. 


Greater than 4 to 
Intimidate. 


Greater than 8 to 
Sneak past or Hide 
from. 


its attack. The Giant Frog attacks with its long tongue either grabbing or 


T he Giant Frog may be found in and around Lakes, Ponds, and Rivers Roll 1d4 for 


knocking the prey to the ground or fling it thru the air. It will attempt to swallow 


the prey if possible. 


If defeated you may take the Skin V5C, You make take 1d8 Frog meat ViS. You may also 
want to open the Frog to see what it may have recently swallowed. Roll on area Body 
table and area non combatant creature table. 
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THE GIANT LEECH 1d12 checks. 


BODY POINTS 6+1d190 You must Roll: 
DIFFICULTY 20 Greater than 4 to 
Negotiate. 
ATTACK 1d4 
Greater than 4 to 
WISDOM 4 Intimidate. 
WILL 4 Greater than 8 to 
Sneak past or Hide 
AWARENESS 8 aii. 


for its attack. It may be carrying a disease. Roll 1d6 to find out. A1is Yes. The 

Giant Leech attacks by attaching itself to its prey and draining the blood. If 
defeated you may take 1d10 Teeth 1C ea., You may extract 1d4 Blood 1s 0z., if you have a 
bottle to collect it in. The Teeth V1C ea., are used for arrow tips. The blood is for cure 
disease potions. The Leech is not edible. 


T he Giant Leech may be found in and around Lakes, Ponds, and Rivers Roll 1d4 


THE GIANT RAT 1d12 checks. 


BODY POINTS 6+1d12 you must Roll: 
DIFFICULTY 
eo) Greater than 4 to 

ATTACK 1d8 Negotiate. 
WISDOM 8 Greater than 4 to 

Intimidate. 
WILL 8 

Greater than 8 to 
AWARENESS 8 Sneak past or Hide 

from. 


also carry Disease. If defeated you may take its Tail. The Rat tail Vis is used for 

Potions. You may take its pelt. You may extract 1d8 Blood V1s oz., if you have a 
bottle to collect it in. It provides 1d8 Meat Vis, if not Diseased. The meat provides 2 
bp per portion raw and 4 cooked. It can also be used for bait. 


T he Giant Rat may be found anywhere. Roll 1d8 for its attack. The Rat bite can 
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THE GIANT BAT 

BODY POINTS | 8+ 1d12 
DIFFICULTY 20 
ATTACK 1d8 
WISDOM 

WILL 

AWARENESS 5 


idi2 checks. 


You must Roll: 


Greater than 4 to 
Negotiate. 


Greater than 4 to 
Intimidate. 


Greater than 5 to 
Sneak past or Hide 
from. 


The bite can also carry disease. The Bat defends by dodging attacks. If defeated 


T he Giant Bat will be found in and around caves & crypts. Roll 1d8 for its attack. 


you may take 2 Giant Wings 1S ea. Giant Bat wings are used to make Potions. 


You may find other creatures not listed in the Bestiary, when you make your Journey rolls. These 
creatures stats will be listed with the description of what you encounter. 
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THE SIMU GG EER 1d12 checks. 


BODY POINTS 1d20 


You must Roll: 


ARMOR 
fea Greater than 12 to 

DiFRieCULTyY 18 Negotiate. 
ATTACK 1d6 Greater than 12 to 

Intimidate. 
WISDOM 12 

Greater than 12 to 
ADs Ae Sneak past or Hide 
AWARENESS 12 from. 


The Smuggler may be found anywhere. Roll 1d6 for his attack.The Smuggler wears 
light clothing, consisting of a hooded shirt, pants, belt, boots. He is armed with a 1d6 
Dagger. He carries a 1d20 copper, 1d10 silver and 1d6 gold money pouch. and will also 
have 1d8 Jewelry items valued at 1G ea. 


THE idi2 checks. 


BODY ROUNUS You must Roll: 
ARMOR 

Greater than to 
DIFFICULTY Negotiate. 
ATIACK Greater than to 

Intimidate. 
WISDOM 

Greater than to 
MEE Sneak past or Hide 
AWARENESS from. 


The 


included here or import from other sources as you like. Change the Defense, 
Difficulty & Attack Stats, create a Giant or smaller version of any creature 
listed in the bestiary or imported. 


Y ou are free to add any additional Monsters that you wish, or modify those 


You may also choose to do a dice roll for number appearing for smaller foes. 
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RANDOM, QUESTS 


Roll 1d20 on each Column. Assemble the outcome. When you roll a 20 you may add 1d8 


Example: Rolls = 14, 17, 11, 3 = Mine, Rescue, Hunter, Relic. You could say you have been charged with 
rescuing a Relic hunter from a mine. You would then look at the map for travel distance and use Journey 
rolls to reach the mine. Then you will use Mine Tables, 1d20 challenge rolls and or The Oracle to create 
the rescue. 
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Roll Place Action Who Item 
| 1 Ancient Ruins Settle Farmer Disease Cure 
2 Cave Pacify Smith Offering 
3 Crab Isles Hinder Miner Relic 
4 East Point Escape Mystic Potion 
5 Fair Weather Investigate Prisoner Orb 
6 Farmington Capture Monster Armor 
7 Ferry Plant Smuggler Tablet 
8 Forest Heal Trapper Knowledge 
9 Fork Deliver Orphan Key 
10 Harvest Steal Royal Book 
11 Long River Banish Hunter Map 
12 Mage Tower Evade Herbalist Herb 
13. Midwood Assist Wizard Icon 
14 Mine Warn Merchant Reward 
15 Monastary Intimidate Gambler Water 
16 Moon Eye Temple Free Alchemist Poison 
17 Pirate Bay Rescue Witch Chest 
18 RiverBend Escort Child Tool 
19 Sea Cave Anger Pirate Treasure 
20 | Ship Wreck Bay Return Explorer Anti Venom 
21 South Marsh Map Guard Jewelry 
22 Splitrock Point Plead Traveler Body 
23 Stillwater Forge Fisherman Token 
24 Tanglewood Hunt Animal Weapon 
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very special thank you to my good 
friend Adam Bragg, who bas always 
been an inspiration. 
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hope you enjoyed playing Unchained / 
as much as I did creating it? VS 
Vi 
) oa 
cali 
What good is a song that is never beard, or art ges 
that is never seen, or game that's never played? 
If you have something that you have created, a 


I'd love to see it. Drop me a link. 


please feel free to email me at either rarice@outlook.com 
or rpgcyrusrite@gmail.com 


You can find me on line at Cyrus Rite @rpgcyrusrite on the 
platform X formerly known as Gwitter. 


| f you bave any questions, comments or suggestions, 


Also on Icch.io - MeWe - Reddit 


All artwork in this game was done by the author. 
Ghanks for playing 


Cyrus Rite aka R.A. Rice 
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